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ABSTRACT

Thirty-two games and simulations relating to consumer
education comprise this annctated bibliography designed to aid the
teacher of adult basic education students and others in their search
for teaching devices. Topics covered in the various simulations
include money management, insurance, credit, credit unions, consumer
law, consumer frauds, economics, ecology, clothing, housing,
automobiles, and decision-making. Each of the 32 games is evaluated
for its educational possibilities, student interest, and physical
characteristics by an evaluation instrument specifically designed for
this purpose. The questions in the evaluation are not weighted, as
their importance will vary for each teacher and class. Ail the
games/simulations have been played at least twice by high school
students, graduate assistants, and other adults., Information on the
publisher, date, cost, suggested number of players, and reading level
is also included. (Ruthor/JR)
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INTRODUCTION

This bibliography of games and simulations is designed to aid the teachers
of Adult Basic "ducation students and others in their search for teaching devices
of this kind in the area of consumer education. It consists of the evaluation and
an annotation for each game and simulacion, For purposes of this study consumer
education was defined broadly, and the consumer aspects of many kinds of decisions
were considered relevant,

We believe that games and simuiutions are two separate techniques of teaching
and have used the following definitions for each:

game: a contes: conducted according to set rules and undertaken
in pursuit of educational (or learning) objectives as well as
for enjoyment,
simulation: a pretense of an sctual (or life) situation for the purpose
of attaining some educational objective.

In our search for thecse games and simulations we contacted publishing companies,
manufacturers, developers, ard individuals all of whom take a special interest in
the use of ganes and simulations c3 teaching devices.

The three page evaluation inatrument uccd was designed specifically for this
project. The following three sources were consulted for the development of the
instrument and som2 Jquestions were adaptcd for cur use:

Choo~ing Techniques for Teacuing and Learning, Hazel T, Spitze
A Guide for Simulation Design, Adair & Foster
A Guide for Evaluating Classrcom Simulation and Games, George Gaines

The questions in the evaluation instrument are not weighted as their impor-
tance will vary for each teacher and class, In general, the more x's in the "yes"
column, the better th= game. However osom2 of the questions in the instrument may
not be extremely important and/or appr.u.ilete for all classes. Therefore, it 1is
suggested that teachers read cach question and decide which, if any, atre not
appropriate for their students,

The reading levels for each game are stuted at the top of each evaluation and
were arrived at through use of che Cunning Formula,

All of the games and simulations included have been played at least twice,
Those people who have played include high school students, graduate assistants,
and other adultas,

We would like to extend our appreciation to all those who have assisted us
in this project. A special thanks to John Hatfield, Project Director, Adult Basic
Lducation - Staff Development, Region V, for helping us to obtain many of the games
and simulations and to all the publishing companies that sent us complimentary copies
of their materials. Also, we would like to thank the graduate assistants and the
students of Arthur High School, Arthur, Illinois, for participating in the games and
simulations and for sharing with ws theii observations.
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THIE BUDGETING GAME

Publisher Changing Times Education Service Suggested Number of Players 4-16
Publication Date_ 1971 *See Student Interest, question 4
‘ Cost $22.50 Reading Level required to read rules 8.0
(Included in resource kit Money Management) Re ~cing Level required to play game 6.0
Cannot be purchased separately. ‘
EDUCATIONAL PQO3STJITIITIES g @
Q Q U
1. Is the inforwatinn accurate? 2 2 % >
2, Objectives
a. Are toaching objectives clear? Not stated.
. b. Arc teaching objectives relevant to targeted student
groom? Yo targeted group stated. b4
3. Is gare baced on rcal-life situations and decisions? x
4. Does winaing require knowledge rzather than luck? X
5. Does the pme irprove attitudes toward learning? X
6. Does the game require high levels of cognitive behavior? x
. 7- Timc
a. 1s the time requircd to play the game reasonable
in terms of normrl classroom periods (40 min.)? 3
b. (an the game be adajted to different time limits easily? X
€. De2s the emount of lenvning justify the time spent in
preparirg students to piny the game? X
d. Does the aworat ol learning justify the time spent in
playirg the gare? X
! 8. Flexibility
&, Car the gare be adapted to appeal to dirferent
. age groups and retain its educational value? x
b. Can *he game conteat be changed to meet the needs of
diffrrert abilit- levels within age groups and retain
its cducational value? X
9. Does thz gcme teach or test, i.e., can the game be played
withoat background learaning? TS
10, Mathematical Calculations
a. 1s the pame constructed sq Ag to eliminate the need
’ tev rothematical calcu.ations? X
Lot L e Ead e ~ ""F




EDUCATIONAL POSSIBILIWIES = Cent'd,

}
b. 1If math is rceuired, vhat calculations are used?
Addition, cubtrectinon

No

Somewhat

Yes

STUDENT INTEREST

1.

Is the game acstheticaily nppealing? (colors, artwork, etc.)

Does it appear that studeniz will remain actively involved and
motivated without prodding or encouragzevernt by instructor?

Is gare censtructed so competition does not interfere with
learning?

Number of Players

8., Can the game b2 played br both individuals and teams?

b, Can 2ll participatz actively?

c. Can it be pleyad by only cae? (solitaire version)

-

d. Can the geme be nlayed without teacher supervision?

5.

Rules and Directions

a, Are the rules and directions concise?

—rvm.

b, Ave the rules ard directions fully explanatory of the game?

c. Are the rules and dirz2ctions easily understood?

d. Are suggestions riode to the teacher for sumrarizing the
content loarred in the gairn?

PHYSICAL CHARACTEPTSTICS

1.

Is the game 2asy to store? (Is it self-contained? Can it fit
into file cabincts, drawers, chelves, or other areas accessible
to the classroom teacher?)

Use and Durability

a, Will parts of the came last over a period of time? (Are
game parts 1.2a<2 of ‘Jurable marerials? Will the effect of
heat, cold, and humidity be negligible upon the materials
and the usability of che game?)

b. 1In use, do the nats furction well?




&
n - o
BEST CIPY AL §
n\
PHYSITAL CHARACTERISTICS - Cont'd, = @ >
3. Physically Handicapped (Blind, Spastic, Deaf, Paraplegic)
sohe chn
a. Could a physically handicapped perscn play the game?
(I.e., taking into account that another student could
epin a spinoer, throw and/or read dice, move tokens, etc.,
for the handicapped person if necessary, would the game
then be plavable to the handicapped?) <
b. Could the game be modified for the physically handicapped?
(E.g., r21¢ds, pzper money, ctc., can easily be adapted.
for bli:nd students by using a stylus.) x
. €+ Could a physically hendicappad person play the solitaire
version of the game, If any? (taking into account the
modifications supgestad in 3.b.) "
4., Consumable Matevinla
@. Are consumable ma2ierials *anijensively replaced? X

Arpronirate replacement cost of consumable mategiéls —%/' /;c,;>/';>/

Consunsble materlels may be duplicated.,

b. Could a quick substitutioa be made for each part of the

game if the nezd would arize? Or can the game be played
with missing parta? . X

¢. Are playinnm pieces unlikeiy tc disappear? . X

5. Extra Equipm:int

a. Is the gama constructrd so as to eliminate the need for

» extra equipmeat such as overhzad projectors, filmstrip

machine, etec,? <

P

b. If equipment is rececsary, what kinds? V f//Af//W

The BUDGETING GAME is included in tiie resource kit Money Manggement and cannot be purchasad
separately. It requires playars to make joint decisions about & midale income family and
thelr financial situation. Eech round or monch the family must draw a slituation card and pay
accordingly, The object is to satisfy the femily's needs and pay for all the expense without
g .ng bankrupt. This geme is not unnecessarily complex and there is only one form (a budget
worksheet) to be filled by the students, Adult students could find this to be a valuable
learning device for budgeting and decision meking. The variations from month to month are

8o slight that studenta may not be stimulated, Most decisions are made in the beginning
of the playing,
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TEACHER'S PACKET OF BUSINESS
CROSSWORD PUZZLES

Puolisher Dr. Peter Yacyk Suggested Number of Players Indefinite
Publication Date 1971 *See Student Interest, question 4
Cost $3.00 Reeding i.evel required to read rulesNo rule’

Reading Level required to play game 9.2

&4
]
N~
EDULCATIONAL POSSIBILITIES é "
) o
1. 1Is the in{ormation accurate? “ 2 >
: . X
2. Objectives
a, Are teaching ebjectives clear? x
b. Are tcaching objectives relevant to targeted student
group!? No targeted group indicated.
3. I8 game based on real-life situations and decisioms? X
4. Does winning reauire knowledge crather than luck? x
2. Does the game improve atiitudes toward learning? X
5. boes the gare require high levels of cognitive behavior? X
7. Time
a. Is thc tima remuired to play the game reasonable
in tarms of normal classroom periods (40 min.)? "
b. Can the game be adapted to different time limits easily? x
¢. Does the amnmunt of learping justify the time spent in
preparing rtirdents to play the game? X
d. Does the ervunt of learning justify the time spent in
playing the game? x
8. Flexibility
a. Can the garc be adapted to appeal to different
age groupn nnd retain its educational value? X
b. Can the game content be changed to meet the needs of
differeat ability levels within age groups and retain
its educational value? X
9. Does the grre teach or test, i,e,, can the game be played
without background learning? x
10. Mathematical Calculations
a, 1s the game constructed sa as to eliminate the need
for mathemstical calculationsg? X

-a-
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‘ ECUCATIORAL POSSIBILITIES - Cont'd.

b, If math is required, what calculations are used?

>

N
N

N

- Somewhat

/

Yes

STUDENT INTEREST

1.

Is the pamc aesthetically appealing? (colors, artwork, etc.)

2,

Does it «ppear that students will remain actively involved and
metivated withcut prodding or encouragement by instructor?

3.

Is game constructed so competition does not interfere with
learning?

*4,

Number of Players

a. Can the game be played by both individuals and teams?

b. Car all participatc actively?

¢, Can it be played by cnly on2? (solitaire version)

d. Can the geme be played without teacher supervision?

Rules and Directions

a, Are ‘he rulcs and directions concise? None given

b. Are the rules and directions fully explanatory of the game?

c. Are the rules and directions casily understood?

d. Are suggestions mads to the teacher for summarizing the
content learned in the ganre?

PHYSICAL CUARACTERISTICS

1.

Is the gewe easy to store? (Is it sclf-contained? Can it fit
into file cabinets, draw~rs, shelves, or other areas accessible
to the classroom teacher?)

Use and Durability

a, Will parts of the game last over a period ot time? (Are
game parts made of durable materials? Will the effect of
heat, cold, and humidity be negligible upon the materials
and the usability ot the pame?)

b. 1n use, do the parts functicn well?




Somewhat

Noc
Yes

PHYSICAL CHARACTERISTICS - Cont'd,

3. Physically Handicapped (Blind, Spastic, Deaf, Paraplegic)

ds Could a physically handfcapped person play the game?
(I.e., teking into account that another student could
spin a spinner, throvw and/or reac dice, move tokens, etc.,
for the handicapped person if necessary, would the game
then be playable to .22 handicapped?)

b. Could the game be modified for the physically handicapped?
(E.g., cards, paper money, etc., cen easily b2 adapted
for blind students by using a stylus,)

¢. Could a physically handicapped person play the solitaire
version of the game, if any? (taking into account the ‘
modifications suzgested in 3.b.)

4. Consumable Materials

@. Are consumable materials inexpensivelg feflaced? x
Teacher may duplicate consumable mat rials.

Approximate reprlaciment cost of consumable materials

4
7Y/ VY,
| i

b. Cculd a quick suustituiion be made for each part of the

game if the preced would arise? Or can the game be played
with missing parte?

c. Are playing picces unli%ely to ﬁisappe;f?

5. Extra Equircment

2« Is the game constructed 5 as to eliminate the need for
. extra equipment such zs overhead projectors, filmstrip
rnachine, etc.?

b. If equipment is recessary, what linds? Duplicating ;/ '/ V/V /
machine neednd for ccpies ol consumable materials. /// /// //

/[zJ

The TEACHERS PACKET O BUSINESS CROSSWORD PUZZLES contains eleven puzzles each concerned
with a different area. Those puzzles most directly related to consumer education are
Credit, Consumer Protection, !ioney nnd Banking, and Consumer and the Law, althnugh the
latter is quite technical’, TUach crossword puzzle consists of approximately ninety terms
ranging from basic, simplec concepts to relatively difficult ones., A teacher of Adult
Basic Education students could omit the more difficult terms from the puzzles to make
them more workable for the students,

soke of

them




THE CALORIE GAME

Publisher Graphics Co. Suggested Number of Players 1-6

Publication Date 1972 *See Student Interest, question &

Cost $9.95 postpaid (If purchased Reading Level required to read rulesd.3
with one copy of the NutritionGame Reading Level required to play game 6.9
$18.75.)

&
BEST COPY AVAILABLE 3
f ]
EDUCATIONAL POSSIBILITIES § @
o o
1. Is the information accurate? z 2 >
x
2, Objentives
a., Are teaching ebjectives clear? x
b. Are teaching objectives relﬁraqflfo targeﬁ:f ggudent
No targeted group suited but suitable for
group? childrgn or %dulgs. !
3. I8 game hased on real-lif: situations and decisious? x
4. Does winning require knowledge rather than luck? x
5. Does the game improve attitudes toward learning? x
6. Does the game requive high levels of cognitive behavior? %
7. Time '
a. Is the time required to play the game reasonable
l' in terms of normal classrnom periods (40 min.)? x
b. Cen the game be adapted to different time limits eanily? x
c. Doce the amcunt of learning justify the time spent in
preparing students to play the game? o X
d. Does the amount of learning justify the timc spent in
playing the game? x
8. Flexibility
* a. Can the game be adapted to appeal to different
age groups and retain its educational value? x
b. Can the game content be changed to meet the needs of
different abiiity levels within age groups and retain
its educational value? x
9. Does the game teach or test, i.e,, can the game be played
without beckground learaning? X
10. Mathematical Calculations
&. 1Is the game constructed so-as to elimipate the need
. for mathematical calculations? X |




Somewhat

EDUCATIONAL POSSIBLLITIES = Cont'd, o @
Z >t
b, If math is requived, vhat calculations are used?
Subtracticn
STUDENT INTEREST
1. 1Is the game aestheticarly appealing? (colors, artwork, etc,) X
2, Does it appea:r that students will remain actively involved and
motivated without prodding or encouragement by instructor? x
3. 1Is game ccastructed so competition does not interfere with
learning? X
#4, Number of Players
a. Can the game bz played by both individuals and teams? x
b. Can all participate actively? %
¢, Can it be played by oaly one? (solitaire version) %
~d. Can the game be playad without tcacher supervision? X
5. Rules und Dircctions
| a. Are the rules and directions concige? X
b. Are the vules and directions fully explanatory of the gaﬁe? %
c. Are the rules and directions easily understood? ®
d. Are suggestions rnde to the teacher for summarizing the
content learned in the game? x
PHYSICAL CHARACTERISTICS
1. 1s the game easy to store? (1ls it self-contained? Can it fit
into file cahine“s, drawers, sbelves, or other areas accessible
to the classroom teacher?) X
2, Use and Durability
4, Will parts of the came last over a period of time? (Are
game parts ma- 2 »f curable materials? Will the effect of
heat, cold, and humidity be negligible upon the materials
and the usability cf the game?) x
b, 1In use, do the parts function well? %




Somewhat

PHYSICAL CHARACTERISTICS - Cont'd,

No
Yes

3. Physically Hondicapped (Blind, Epastic, Deaf, Paraplegic)

a. Could a physically handicepped person play the game? BOFE chn
(I.e., teking into account that another student could
spin a spinnar, threw.and/or read dice, move tokens, gtc.,
fcr the hendiceppad person if rcocessary, would the game
then be playable to the handiccpped?) x

b. Could the game bo modified for the physically handicapped?

(E.g., cards, papcr money, etc., can easily be adapted
for blind students by using a stylus.)

X
¢. Could a physicelly handiccpped percon play the solitaire
' version -of the gama, if any? (taking into account the
modifications sugpested in 3.b,) '
' X
4. Consumable Materials
4. Are consymable materials incxpensively replaced? x
Consumaple matexials may ha 3§Elicateaﬁ P _ ) l ., .
Approximate rcplacement coct of consumable materials ///7 ;;/'
b, Could a quick substitution be made for each part of the
~ game if the need would arise? Ov con the game .be played
with missing paxts? x
c. Are playing pileces unlikely to disappear? x
3. Extra Equiprent
a. Is the game constructed co as to eliminate the need for
. extra equirment such r3 overhead projectors, filmstrip
machine, etc.? x
b. If equipment 13 necnaoery, what kirds? Duplicating _;/ (/V/Y
machine needed for consipmable materials. //

Players of IHAE CALURLZ GAML Lave tAc OPELull OF DUYINE CO0AN WITEN they Tand oninoilis
to acquire one hundred percent of all night nutrient . The foods are purchased with
calories, Players not only beccme ccquainted with caloric values of the foods but also
the nutritional value., Thic game ic adeptable for different ages and ability levels
of students. Included in the game are suggestions for different methods of play, a solitaire
version, and principles of nutrition which the game can teach. Most Adult Basic Education

students could easily play TFE CALOXIE GAME ond learn a great deal of information about
nutrition,




CHECKSTAND

Publisher Washington State University Suggested Number of Players 2-4
*Sce Student Interest, question 4

Reading Level required to read rules5.2 ‘

Publication Date n.d.
Cost !

Reading Level required to play game 6,1

&
«Q
5
EDUCATIORAL POSSIBILIVIES % "
o o )
1, 1Is the iaformitiocn zccurate? = ©» >
— X
2, Objectives
a, Are teaching ebjectives clear? Not stated.
b. Are teachinqg objectives relevant to targeted student
group? Suitable for most groups and adults. : x
3. Is game based on real-lifc situations and decisiens? X
4., Does winning require lncwledge rather than luck? X
5. Does .he gime imnrove attitudes toward learning? ' X
6. Deces the gome recuire high levels of cognitive behavior? X
7. Tinme ‘
4. Is the tine reauired cto play the pame reasonable
in terms of vormnl classroom periods (40 min.)? X
b. Can the game be adapted to different time limits easily? X
c¢. Does the arount of learning justify the time spent in
prepering students to play the game? X
d. Does the amcunt of lrarning justify the time spent in o
playins the grme? X
8. Flexibility .
a. Can th2 garme He adanted to anpeal to different
age preups And rotrin its educational value? X
b. Can the game cortent b2 changed to meet the needs of
different ~bilit» levels within age groups and retain
its educationnl value? X
9. Does the game trnch oy test, i.,e., can the game be nlayed
without backgrouna learaing? %
10. Mathematical Calculatinpsg
a. 1s the pa=mn constructed 3¢ as to eliminate the neod .
for rathemotical ceolculatinng? X

-~ 19 -
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g
EDUCATIONAL POSSIBILITIES = Cont'd, c g §
54 0
b, If math is required, what calculations ere used?
Addition, subtraction, multiplication
STUDENT INTEREST
1. 18 the game aesthetically appealing? (colors, artwork, etc,)
2, Does it appear that students will remain actively involved and
motivated without prodding or encouragement by instructor?
3. 1Is game constructed so competition does not interfere with
learning? X
%4, Number of Players
a, Can the game be played by both individuals and teams? .
b, Can all participate actively? X
c. Can it be played by only one? (solitaire version) x
d., Can the game be played without teacher supervision?
5. Rules and Directions
a., Are the rules and directions councise? x
b, Are the rules and directions fully explanatory of the game? %
c. Are the rules and directions easily understood? X
d. Are suggestions made to the teacher for summarizing the
content learned in the game? x
PHYSTCAL CHARACTERISTICS
1, Is the game easy to store? (Is it self~contained? Can it fit
into file cabinets, drawers, shelves, or other areas accessible
to the classroom teacher?) X
2, Use ard Durability
a, Will parts of the game last over a period of time? (Are
game parts made of durable materials? Will the effect of
heat, cold, and humidity be negligible upon the materials
and the usability of the game?) %
b. 1In use, do the parts function well? x

. L1 e
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Somewhat

PHYSICAL. CHARACTERISLICS -~ Cont'd,

Yes
@

No

3. Physically llandicagped (Bliad, Spaatic, Decf, Pareplegic)

a., Could a plyslzally 1ondiccppec i;erson play the game?
(Iia., taking intc cccoual thas aasthar student could ' SOFG can
spln a spinn2x, throv ond/cr vead dice, mova tokens, etc.,
for the handicappcd pargon 1 nececsary, would the game
then be playable o .a2 haadlcappad?) ‘ x

b. Could the g'r2 be nodified for the physically handicapped?
(E.g., cards, peper money, cte,, can casily be adapted -
for blind studeats by using ~ stylvs.)

¢, Could a physically handicanped person play the solitaire
version of tha rama, if ony? (teking into account the
modifications sunmgrsted In 3.,b.)

»®

4, Consumable Materials

a. Are consuasble moterials inexpensively renlaced?

Approximate rerlacewent coat of consumehle weterials | /r /r /’
No instruction giver. to replocemani of consumable 2

materiaia., : - '/ / ///

b. Could a quick suvbsiirution b2 nada for each part of the

game if the nced wonl- ariee? Or can *hc geme be played

with miseing par«n? x
¢+ Are playipe pleces vnlikelr to dlezoprar?

- e .9
5. Extra Equipannt
a. Is the game constrcimd o~ t) elimirate tha need for
. (&tra eculprent anch as overhand arnjeeiors, f£illmstrip
machine, cte.? x

b. If equitcmernt ic aecissnry, what kinrdo? V ///,; 7 '
| ” ‘ // / A ‘

o e 12

S P retemmem——"

CHECKSTAND 15 £ gom2 about foo! buyaenshin in which nlayers chose one of six families
and buy their wankly grocevies, To win players rust buy enough food to satisfy the
number of servingc needed in ~1ch of the daily Sour ford grouds plus staples without
spending more “han the r*lof:-i emona* of roney. CUIECKSTAND is ¢ flexible game and
can familiarize students viZh th~ four focl groups, nunber of servings (not size of
servings), and compari~on shorning. Most Aduli Besic FEducation students would find
CHECKSTAND to be relativoly asasy to niav and understand, Gro: areas represent ''danger”
items such as cinarettas, "o~:, ~tc, lcwave:, ecme nutritional foods such as milk,

are listed in them end this cruld eonfure playerxs.




THE COMPLAINT GAME
Publisher_ Changing Times Education Service Suggested Number of Players 8
Publication Date 1971 *See Student Interest, question 4
’ Cost $22.50 included in resource kit Reading Level required to read rules_7,9 _
Money Management aund cannot be purchased Reading Level required to play game x
separately. '
&
«
3
EDUCATIONAL POSSIBILITIES g @
o © Y
1. 1Is the information accurate? = n >
X
2. Objectives
a. Are teaching cbjectives clear? None stated
b. Are t2aching objectives reclevant to targeted student
=aqp?  Ho targeted group stated but relevant to most. X
E=9TF ﬁrmps% & P8
3. 18 game baced on rezl-life situatioms and decisions? "
4., Does winnlag require knowledge rather than luck? No winner,
5. Does the game improve atiitudes toward learning? x
6. Does the pew renyuire high levels of cognitive behavior? x
7. Time
‘ a, Is the time required to play the game reasonable
in terms of normal classroom periods (40 min.)? X
b. Can the game be adapted to different time limits easily? X
c. Does the amcunt of learning justify the time spent in '
preparing students to play the game? X
d. Does the amount of learning justify the time spent in
playing the gare? X
, 8., Flexibility
a. Cen tha gaw be adco-ted to appeal to different X
ege groups and retain its educational value?
b. Can the gume content be changed to meet the needs of
different ability levels within age groups and retain x
its educational velue?
9. Does the gar- teach or test, i.e., can the game be p.ayed
witheut background learning? X
10. Mathematicol Calculations
a. 1o tne gam2 constructed so a8 to elimipate the need X
‘ for mathematical calculations?




EDUCATIONAL POSSIBILITIES =~ Cont'd.

b, If math is required, vhat calculations are used?

k;i\\\ No

\\=\
S
RN

Somewhat

Yes

STUDENT INTEREST

1. 1Is the gam~ aestheticaliy appealing? (colors, artwork, etc.) X
2, Dceg it appear that stucents will remain actively involved and
motivated without prodding or encouragement by instructor? X
3. 1s geme constructed so competition does not interfere with
learning? ¥
*4, Numbar of Players
x
a, Can the game be played by botih individuals and teams?
b. Can all participate actively? x
c. Can it b2 played by only onrc? {solitaire version) %
d. cCan the game be played without teacher supervision? x
5. Rules and Directioas

a, Are the rules and directions concise?

b. Are the rvles apd direcctions fully ~xplanatory of the gane?

c. Are th? vules &nd directions easily understood?

d. Are svgmestions made to the teacher Jor summ2rizing the

content learned in the name?

e

PHYSICAL CHARACTERISYICE

1, Is the gawes easy to storn? (1s it self-contained? Can it fit

into file cabincts, drawerz, shelves, or other areas accessible

to the classreoom tcacher?) X
2, Use and Durability

a. Will parts of the g~me lrsc over a period of time? (Arwc
came parts nd~ ol Jureble materials? Will the effect of
heat, cold, and humidity be neglipible uvon the materials
and the v-~pbility of the gama?)

b. In use, do the parts Ffunction weli?




BEST COPY AVAILADLE

Somewhat
Yes

~ PHYSICAL CHARACTERISTICS = Cont'd.

No

3. Physically Handicapped (Blind, Spastic, DeaZ, Paraplegic)

‘ @, Could a physically handicapped peraon play the game:
(I.e., taking into account that another student could
spin a spinner, throw and/or read dice, move tokens, etc.,
for the handicapped person if necessary, would the game
then be playable to the handicapped?) x

soLe cﬁn

bs Could the game be modified for the physically handizapped?

(E.g., cards, puper money, .etc., can easily be.adapted
‘ for blind students by using a stylus.)

version of the game, if any? (taking into account the
modifications suggested in 3.b.)

¢. Could a physically handicapped person play the solitaire // /l /4!

4. Consumable Materials

@. Are consumable materials inexpensively replaced? //

+pproximate replacement cost of consumable materials

b. Could a quick substitution be made for each part of the

game if the need would arise? Or can the game be played
' with missing perts? .
c. Are playing pieces unlikely to disappear? N
5. Extra Equipment
a. Ils the game constructed go as to eliminate the need for
, extra equipment such as overhead projectors, filmstrip
machine, etc.? x
b. If equipment is necessary, what kinds? — f / ;;7 (

THE COMPLAINT GAME is & role playing simulation sbout handling complaints. In each round
the customer may complain to only three of the six store personnel in attempting to settle
his complaint. For maximum learning students must be good at role playing since all the
dialogue and action sve created by the players., THE COMPLAINT GAME is simply a role
playing situation and since there is no winner or actual contest, might not by our
definition.be called. a game. .It is included in the Resouvce Kit and cannot be purchessed
separately.




CONSUMER

Fubligher_Western Publishing Company Suggested Number of Players 1l - 34
Publication Date 1967, 1969 *See Student Interest, question 4
Cost $30.00 Reading Level required to read rules 8 .

Reading Level required to play game 7.3

)
Q
5
ZJUCATIONAL POSSIBILITIES ) "
o o v
1. 1Is the inforwmation accurate? = ©n >
X
2, Objectives
a., Are tcaching ebjectives clear? X
b. Are teaching objectivec relevant to targeted student
groop? . x
3. 18 game based on real-life uitvations and decisions? X
4. Does winning require knowledge rather than luck? "
5. Does the game improve attitudes toward learning? X
6. Does the gare remuire high levels of cognitive behavior? X
7. Time
a. 1Is the time'required to pley the game reasonable
in tc:'ms of normal classroom periods (40 min.)? X
b. Can the pame be ndapted (. different time limits easily? X
c. Does the amount ol Ienrniag justify the time spent in
preparing students to pley the game? X
d. Does the amount of learning justify the time spent in
playing the gare? X
8. Flesibility '
a, Can the gav2 bc cdapted to appeal to different X
age groups and retain its educ:tional value? .
b. Can the gamc content be changed to meet the needs of
different abilitv lcvels within age groups and retain X
its educaticnal value?
9. Does the game teach or test, i.e., can the game be piayed
without background lesrninn? X
0. Mathematical Calculations
a. 1Is the game constructed 3o a8 to eliminate the need ‘
for mathermn~tical caiculetions? X

00021




somewhat

EDUCATIONAL POSSIRILITIES = Cont'd, o 53
= ¢
. b, If math is required, what calculations are used?
Addition, subcraction: Calculations of interest rates,
STUDENT INTEKEST
1. 1s the game aesthetically appealing? (colors, artwork, etc.) X
2., Does it aprear that students will remain actively involved and
motivated without prodding or encouragement by instructor? X

3. 1Is game constructed so competiticn does not interfere with
learning?

*4, Number of Players

a. Can the game be played by both individuals and teams?

b. Can all participate actively?

c. Can it be played by only one? (solitaire version)

d. Can the game be played without teacher supervision?

5. Rules and Directions

a. Are the rules and directlons concise? X
. b, Are the rules and direcctiors fully explanatory of the géme? X
c., Are the rules and directions easily understood?
d. Are suggestions made to the teacher for summarizing the
content learned in the game? X
PHYSICAT CHARACTERISTICS
1. 1Is the game easy to stove? (Is it self-contained? Can it fit
{nto file cabinets, drawers, shelves, or other areas accessible
to tne classroom teacher?) X
2. Use and Durability
a, Will parts of the game last over a period of time? (Arc
game parts made of durable materials? Will the effect of
heat, cold, and humidity be negligible upon the materials
and the usability of the game?) %
b. 1In use, do the parts function well? %

- 17 =
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No

PHYSICAL CHARACTERISTICS - Coat'd.

3,

Physically Handicapped (Blind, Spastic, Deaf, Paraplegic)

Could a physically handicapped person play the game?
(I.e., takin; into accou~t that another student could
spin a enirner, throw and/or read dice, move tokens, etc.,
for the handicepped person if necessary, would the gaae
then be playeble to tne handicapped?)

Somewhat

b. Could the gam> be modified for the physically handicapped?

(E.g., cards, paper.money, etc., can easily be adapted -
for blind stulents by using a stylus.)

c, Could a physically handicznped person play the solitaire
version of the game, if er;y? (taking into account the

modifications suggested in 3.b,)

7

4, Consumable Mnterials
a. Are consumable raterials inexpensively replaced? X
Agproximaﬁe replacemant coéE of consumable materials /, 4 f, / /i
packet (inciudes -2 pnds of -1l consumable
materials) coats S/.00. / 1 /
b. Could a quick substitution be made for each part of the
game 1f the need would erise? Or can the game be played «
with missing parts?
¢. Are playing pinces uvrlikely to disappear? x
5. Extra Equipment
a. Is the gaeme constructe! so an tn eliminate the need for
. extra equipment such es overhead projectors, filmstrip
machine, otec,?
b. If equipment is necescary, vhat kinds? ;/

/.

CONSUMER is a detailer sgme ir which tha players must decide what to
when to purchase the item3, and mathod of payment.
preparation time end ctudent prevaration time because of its complexity.

purchase,
It requires a great deal of teacher

The game

teaches valuable laesons on installment buying, credit, and budgeting all of which are

particularly relevent to adult students,

difficult for som~ Adult Basic¢ Ed. students.

However, it could possibly be too involved and




CONSUMER REDRESS (adaptation

for fewer
Publisher Changing Times Edvcation Service Suggested Number o Players 15 + is posiible,
Publication Date 1971 *See Student Interest, question &
Cost $62.50 (Entire Resource Unit) Reading Level required to read rules10.3

EDUCATIONAL POSSIBILITIES

1.

Reading Level vequired to play game 6.4

Somewhat

No

I8 the information accurate?

% Yes

2.

Objectives

a. Are teaching ebjectives clear?

b. Are teaching objectives relevant to targeted student
group? relevant to about any group of youth and edults.

3.

18 gawr based en real-life situations and decisions?

4.

Does winning rcequire knowledge rather than luck?

5.

Does the game improve attitudes toward learning?

6.

T -

Does the game require high levels of cognitive behavior?

Time

a. Is the time requirecd to play the gawe reasonable
in terms of normal classroom periods (40 min.)? x

b. Can the game be adapted to different time limits easily?

c. Does thc amount of learning justify the time spent in
preparing students to play the game?

d. Does the amount of learning justify the time spent in
playing the game?

Flexibility

a. Can the game be adapted to appeal to different
age groups and retain its educational value? X

b. Can the game content be changed to meet the needs of ‘
different ability levels within age groups and retain
its educational value? x

Does the game teach or test, i.e., can the game be played
witheout baclkground learning?

Mathematical Calculations

a. 1Is the game conrstructed sa 88 to eliminate the need
for mathermntical calculations?




&
®
c
3
EDUCATIONAL POSSIBILITIES ~ Cont'd. o g ]
Z ) >
b. If math is required, what caiculations are used? // /
— - A / /.A / /
STUDENT INTEREST
1. 1Is the game aestheticallv appealing? (colors, artwork, etc,) X
2, Does it appear that students will remain actively involved and
motivated without prodding or encouragement by instructor? X
3. 1s game constructed so competition does not interfere with
learning? X
*4, Number of Players
8, Can the game be played by both individuals and teams? %
b. Can 21l participate actively? X
c. Can it be played by only one? (solitaire version) x | ¥
d. Can the game be played without teacher supervision? X
5. Rules and Directions
a Are the rules and directions concise? X
b. Are the rules and directicns fully explanatory of the game? X
c. Are the rules and directions easily understood? x
d. Are suggestions made to the teacher for summarizing the
content learned in the game? X
PHYSICAL CHARACTERISTICS
1. 1Is the game easy to store? ('s it self-contained? Can it fit
into file cabinets, drawers, shelves, or other areas accessible
to the classroom teacher?) X
2, Use and Durability
a. Will parts of the game last over a period of time? (Arc
game parts mad: of durable materials? Will the effect of
heat, cold, and humidity be negligible upon the materials
and the usability of the game?) p
b, 1In usc, do the parts function well? X




BEST COPY AVILABLE

Somewhat

Yes

PHYSICAL CHARACTERISTICS - Cont'd.

No

3. Physically Handicapped (Blind, Spastic, Deaf, Paraplegic)

a. Could a physically handicapped person play the game? sope cgn
(I.e., taking into account that another gstudent could
spin a spinner, throw and/or read dice, move tokens, etc.,
for the handics; ped person if necessary, would the game
then be playable to the handicapped?) x

b. Could the game be modified for the physically handicapped?

(E.g., cards, paper money, .etc., can easily be adapted
for blind students by using a stylus.)

— : X
€+ Could a physically handicapped person play the svlitaire

version of the game, 1f any? (taking into account the
medifications suggested in 3.b,) x

4. Consumable Materials

2. Are consumable materials inexpensively replaced?

— _%;/ 7 1 X

Approximate replacement cost of consumable materials

w7/ /)

b, Could a quick substitution be made for each part of the

game 1if the need would arise? Or can the game be played
with missing parts? . X

¢. Are playing pieces unlikeiy to disappear? x

5. Extra Equipment

8. Is the game constructed so as to eliminate the need for
. extra equipment such as overhead procjectors, filmstrip
machine, etc.?

b. If equipment is necesuary, what kinds?__Duplicating / V2784
. __macine needed for cuples of some forms. ' /// 1// ;:

g

CONSUMER REDRESS i& included in Consuner Law, Rights and Responsibilities, a resource kit
for consumer education and cannot be purchased separately. 7The players of CONSUMER REDRESS
attempt to redress a variety of grievances and therefore learn of the many different
channels of appeal and begin to associate types of grievances with their specific

appeal channel(s). This 1s an excellent game which 1s extremely relevant and beneficial

to both youth and adults. Backgrouid knowledge of the various agencies is very bene-
ficial to players. If students read below 6th grade level teachers can rewrite cards

. for lower reading levels.




CREDIT WORLD
Publisiier _ Scholastic Magazine Suggested Number of Players < - ?
Publication Date 1970 *See Student Interest, question &
Cost 7 Reading Level required to read rules_8.9_ ‘
Reading Level required to play game 7.1
&4
Q
3
EDUCATIONAL POSSIBILITIES % o
o o
1. Ise the inforwa*inn accurate? = @0 >
x
2., Objectives
a. Are teaching nbjectives clear? x
b. Are teaching objectives relevant to targeted student
8roup? No targeted group stated.
3. &am&&aafon onr qeu relatfe situations and decisiens? X
4, Does winning require knowledre rather than luck? x
5. Does the game improve attitudes toward learning? x
6. Dnea the game require high icvels of cognitive behavior? "
7. Time
a. Is the tinmz requirad to play the geme reasonstle . ‘
in terms of nrrral classroom periods (40 min.)? X
b. Can the pame be adaptad to different time limits easily? X
c. Does the amount of learnin< justify the time wpent in
preparing students to play the game? X
d. Does the amount of learaing justify the time gpent in
playing the gam2? X
8. Flexibility
a. Can the game be adapted to anpeal “o different
age groupr and retain its educational value? %
b. Can the game conter* e changed to meet the needs of
different ability levels within age groups and retain
its educational value? x
9. Does the game teath or test, i.e., can the game be played
witheut background learning? X
10, Mathematical Cnlculestions
a. Is the game constructed rg aa to eliminate the need ‘
for matherntical calculoticns? x

- 22 -
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‘ EDUCATIONAL POSSIBILITIES - Cont'd.

b, I1f math is required, what calculations are used?
simple addition and substraction

No

Somewhat

Yes

STUDENT INTEREST

1.

Is the game aesthetically appealing? (colors, artwork, etc.)

2.

Does it appear that students will remain actively involved and
motivated without prodding or encouragement by instructor?

3.

Is game constructed to competition does not interfere with
learning?

*4,

Number of Players
a, Can the game be played by both individuals and teams?

b. Can all participate actively?

‘¢, Can it be played by only one? (solitaire vexsion)

d., Can the game be played without teacher supervision?

5.
@

Rules and Directions

a., Are the rules and directions concise?

b. Are the rules and directions fully explanatory of the gaﬁe?

c. Are the rules and directions easily understood?

d. Are suggestions made to the ieacher for summarizing the
‘content learned in the game?

R

PHYSICAL CHARACTERISTICS

1.

Is the game easy to store? (Is it self~contained? Can it fit
into file cabinets, drawers, shelves, or other areas accessible
to the classroom teacher?) '

Use and Durability

a, Will parts of the game last over a period of time? (Are
game parts made of dureble materials? Will the effect of
heat, cold, and humidity be negligible upon the materials
and the usability of the game?)

b. 1In use, do the parts function well?

- 23 -




Somewhat

No
Yes

PHYSICAL CHARACTERISTICS - Cont'd,

3, Physically Handicapped (Blind, Spastic, Deaf, Paraplegic)

a. Could a physically handicapped person play the game?
(I.e.,, taking into accouvnt that another student could somp can
spin a spinner, throw and/or read dice, move tokens, etc,,
for the handicapped person if necessary, would the game
then be playable to tae handicapped?) X

b. Could the game be modified for the physically handicapped?
" (E.g., cards, paper money, etc., can easily be adapted
for blind students by using a stylus.)

version of the game, 1f any? (taking into account the
modifications suggested in 3.b.)

c. Could a physically handicapped person play the solitaire 4;7 222;

4, eCéﬁéumable Materials

a. Are consumable materials inexpensively replaced?

Approximate replacement cost of consumable materials
No materials are sonsumable

b. Could a quick substitution be made for each part of the
game 1f the need would arise? Or can the game be played
with missing parts?

¢, Are playing piecés unlikely to disappear?i

5. Extra Equivment

a. Is the game constructed so as to eliminate the need for
» extra equipment such as overhead projectors, filmstrip

machine, etc.? %

b. If equipment is necessnry, what kinds?_ ,/ 77T 177
W

CREDIT WORLD is designed to teach the basic concepts and uses of credit., However, few 1if
any decisions are required of each player and one procedure in the game, i.e. one cash
unit .being worth 10 credit units, could lead to confusion. Also, credit units are redeemed
at the end of the game at tha same rate at which they were purchased. Therefore, credit
geems not to cost anything. High school and Adult Basic Foundation students might find
this game interesting at first but might become bored since it {s based on luck. The

game does provide situations in which are vresented a variety of the uses of credit buying,




Publisher Mazin-Wycoff Co., Inc.

. Publication Date 1971
cost $20,00

CROSSROADS

Suggested Number of Players
*See Student Interest, question 4

min!/mum probably 2
no maximum

Reading Level required to read rules 9.2

Reading Level required to play game 5.8

EDUCATIONAL POSSIBILITIES

1.

Is the information accurate?

No

Scxmewhat

% Yes

2.

Objectives

a. Are teaching objectives clear? Not stated

b. Are teaching objectives relevan. to targeted student

Brovp? HenSaieghe ok SiPRER G daE, Sutrarle for hish

Is game based on real-life situations and decisiens?

Does winning require knowledge rather than luck? o winner.

Does the game improve attitudes toward learning?

Dees the game require high levels of cognitive behavior?

Time

a. Is the time required to play the game reasonable
in terms of normal classroom periods (40 min.)?

b. Can the game be adapted to difterent time limits easily?

c. Does the amount of learning justify the time spent in
preparing students to play the game?

d. Does thé anount of learning justify the time spent in
playing the game?

8.

Flexibility

a. Can the gamwe be adapted to appeal to different
age groups aul retain its =ducational value?

b. Can the game content oe changed to meet the needs of
different ability levels within age groups and retain
its educational value?

9.

Does the game teach or test, i{,e,, can the game be played
without buckground learning?

10.

Mathematical Calculations

a, 1s the game constructed sq 88 to eliminate the need
for mathematical calculations?




EDUCATIONAL POSSIBILITIES - Cont'd.

b. If math is required, what calculations are uged?

S

NE
1
< N
\\:>\ Somewhat

STUDENT INTEREST

1.

is the game cestheticnl™v appealing? (colors, artwork, etc,) X
2,- Does it appear chat students will remain actively involved and
motiveted without proddine or encouragement by instructor? X
3, 1s gamo constructed cc rorpetition does not interfere with
learning? X
*4, Number of FPlayers
a. Can th2 game be played by both individuals and teams? %
b, Ceua all partizisato actively? %
c, Can it be niaved by cnly ore? (sulitaire version) x
d. Can the sana L2 glayed wvithout teacher supervision? X
5. Rules and Directicas
a, Are the rules and directions concise? X
b, Are the rules and directions fully explanatory of the game?
- — A
c, Ar~ the wules ~nd divections casily understood? x
d. Are suecesticons made to the teacher for summarizing the
content learn2d in rhe geme? x
PHYSICAL CHARACTERISTICS
1. 1Is thn game easy to =tcre? (Is it self-contained? Can it fit :
into file cabinat~, drceoers, shelvca, or other areas accessible
to the classrcom teacher?) X
2, Use and Durabilitey
a, Will parte of th2 gamz lasc over a period of time? (Are
game partrs macde of Inrable materials? Will the effect of
heat, cold, ar. auridity be negligible upon the materials
and the ueability of the cam2?) X
b, In use, do the p2s%c funccion well? x




BEST COTY AVAILABLE

Somewhat

Yes

. PHYSICAL CHARACYERISTICS - Cont'd.

No

3. Phyclcally Hundicapped (Blind, Spastic, Deaf, Paraplegic)

a. Could a phycically handicapped person play the game?
(I.c., taking into account that another student could
spin a cpirver, throw and/or read dice, move tokens, etc., pome | can
for the handicapped person if necessary, would the game
then be playable to the handicapped?)

X
b. Could the game be modified for the physically handicapped?
(E.q., cards, paper money, etc., can easily be adapted
L>r blind strdents by using a stylus.)
X

. ¢. Could a physically handicapped person play the solitaire
version 7f the game, if any? (taking into account the
rodifications suggestea in 3.b,)

4, Consumnble IM::evials /) ;/» 69/,/ Y
L/ A
2. Ave consumebla materials inexpensively replaced?

-

/]
Arnroximate replacement cost of consumable materials /,

b. Couvld a quick substitution be made for each part of the |

sore 1f th2 need would arise? Or can the game be played
vith missinm parts?

X

Ce Arz playing pleces unlikely to disappear?

X

5. Extra Seuloant

a. ig the sjawe constructed so as to eliminate the need for

,» ertza c-ulpmeat such as overhead projectors, filmstrip
maching, atc.?
e e x‘ Y —
b, 1f ziniuzent 1s nzcessary, what kinds? Qverhead projector [ /

Y

A/// /
CROSSLC.'DS 17 included in the unit "Priorities, Decisions, Security'-which also contains a
teacher ~uie, twn filmetrips, and a record. Players simulating high school students make
decicicns coneerning their future work, further education, or other goals. Throughout the
pomz piayars e :atking decisions 8o as to reach their choice of the set of six goals
avai®nblae, At nnveral points in the game, players have two to four options some of which
might s.ew to lead to unreasonsble consequences. This aspect may limit usefulness

and realism of th2 game., CROSSROADS could be useful to students of varying ages in
teachin: chan Jasision making, goal attainment, etc.

- 27 =
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Dirty Water

Publisher Urban Systems Inc. Suggested Number of Players 2-4
Publication Date 1970 *See Student Interest, question 4
Cost $10.00 Rrading Level required to read rules 8,1

Reading Level required to play game_7'3

&
(-]
3
EDUCATIONAL POSSIBILITIES g o
=) 6 o
1. Is the informwation accurate? = ©n >
X
2. Objectives
a. Are teaching ebjectives clear? X
b, Are teachﬁng objectdives relevantd tl:? targfttel;ilstgdent
o targete ro stated but suitable for most
group? L Pes. 8 group
3. 18 game based on real-‘ife situations and decisiens? x
4, Doa2s winning require krcwledge rather than luck? %
5. Does the game impreve attitudes toward learning? X
6. Does the gam: requirc high levels of cognitive behavior? %
7. Tinme .
a. Is the time required to play the game reasonable
in terms of norwa) classroom periods (40 min.)? X
b. Can the ge—e be adented to different time limits easily? x
c. Does the ameunt of learning jnatify the time spent in
preparing students to pley the game? X
d. Does the amcunt of lecrning justify the time spent in
playing the game? x
8. Flexibility
a. Can the game be adapted to appeal to different
age groups and ret-in its educational value? X
b. Can the game content be changed to meet the needs of
different ability levels within age groups and retain
its educational value? X
9. Does the game tearh cor test, i,e., can rhe game he played
without backgrerund loarning? X
10. Mathematical Calculations
a. 18 the game conscruzted sg 82 to eliminate the need .
for mathematicel c~lculations? X

- 28 -
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Q EDUCATIONAL POSSIBILITIES ~- Cont'd.
b. If math is required, what calculations are used?
addition, substraction
STUDENT INTEREST
1. 1s the game acsthetically appealing? (colors, artwork, etc,) X
2. Does it appear that students vill remain actively involved and
motivated without prodding or encouragement by instructor? X
3, 1s game constructed so competition does not interfere with
learning? X
%4, Number of Players
a. Can the game be plcyed by both individuals and teams?
b. Can all participate zctively? <
c. Can it b2 pleyad by only one? (solitaire version) %
d. Can the garnc be played without teacher supervision? x
. 5. Rules and Directions
a, Are the rules ard directions concise? X
b. Are the rules aud dircctions fully explanatory of the game? X
c. Are the rulee and directions eesily understood? x
d. Are ruggestions ~~de to the teacher for summarizing the
content learned in the gam2? X
PHYSICAL CHARACTERISTICS
1. Is the gam2 casy cc store? (Is it self-contained? Can it fit
into file cabi=zcg, drawcru, shelves, or other areas accesgible
to the clessronm tcacher?) . X
2. Use and Durability
a, Will parte of the gnre last over a period of time? (Are
game parts mnde of dureble materials? Will the effect of
heat, ~oid, and aumidity be negligible upon the materials
and the usability of the name?) .
b. In usc, dc the rarts function well? X

- 29 =
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PHYSICAL CHARACTERISTICS -~ Cont'd.

Somewhat

No
Yes

3. Physically Handicepped (Blind, Spastic, Deaf, Pareplegic)

a, Could a physically handicapped person play the game?
(I.e., takinp into account that another student could
spin a spinner, throw and/or read dice, move tokens, etc., / sope an
for the handicapped person if necessary, would the game
then be playable to the handicapped?) x

b. Could tha game be modified for the physically handicapped?

(E.g., cards, psper money, etc., can easily b2 adapted
for blind students by using a stylus,)

c. Could a physically hendicepped person play the solitaire
version of th~ game, if =zny? (taking into account the
modifications suggested in 3.b,)

4, Consumable Materials

|
=

a8, Are consumable materiunls inexpensively repluaced?

N

Approximate repl:cerent cost of consumable materials
No con=.-able materials.

NN

b. Could a quick cubstituii-n be mrde for each part of the
game 1f the nccd vwould arise? Or can the game te played
with missing narte’

w—— b

¢. Are playing pi~cas unlikely to Jisappea:?

5. Extra Equiprant

a. s the gane constructad so ac to eoliminate the neced for
. extrs equipment suzb os ovarknad prajectors, filwstrip
machine, ctc.?

X
b. If equipment is n2n2sserv, what ki-ds? W’ 7//
: / /‘//C: /45 /// _J/

DIRTY WATER 18 designoc to femiliarize players with the problems of water pollution. Players
assume the role of €owissioner of ater Pclluticn and must avoid pollution thus enabling them
to stock their iake with plants aand f£ich, Players: must ma~age finances, try to avoid over-
population of plants z21d fish, rnl muct anticipnte polluticn of their lakes and pollution from
neighboring lakes upstream, Mor> luck ig involved jin th2 winning of the game than decision
making or knowledge. ilowever, people interested in pollution would find it fun to play and
gain some understanding of “he difficulties in the control of :'ater pollution. DIRTY WATER

1s related tu consumer educaticn in thet cons'mer decisione affect water pollution,




ECOLOGY

Publisher Urban Systems, Inc. Suggeasted Number of Players 2-4

Publication Date 1970 *See Student Interest, question &
‘ cost $10.00 : Reading Level required to read rules 5.6

Reading Level required to play game 8.0

EDUCATIONAL POSSIBILITIES

1. Is the info.mation accurate?

Somewhat
Yes

2. Objectives

a. Are teaching objectives clear? x

b. Are teaching cbjectives relevant to tarseted'atudent
group? Unsure of teaching objectives. : 1

3. 1s gsme based on real-life situstions and decisiens? x

4. Does winning require knowledge rather than luck? x

5. Does the game inprove attitudes toward learning? '.L&. x
x

6. Does the gane require high levels of cognitive behavior?

' 7. Time
a. Is the time required to play the game reasonable
in terms of normal classroom periods (40 min.)? . x

b. Can the game be ad~pted to different time limits easily? x

¢. Does the ammunt of learning justify the time spent in
preparing stulents to play the game? , x

d. Does thé amount of learning justify the time spent in
playing the game? x

8. Flexibility

a, Can the game be adapted to appeal to different
age groups and retain its educational value?

b. Can the game content be chunged to meet thé needs of
different ability levels within age groups and retain
its educrtional value? .

9. Does the game tez:h or test, i.,e., can the game be played
vithout beckgre :1d learning? ' x

10. 'Mathematical Calculations

‘ a. 18 the game constructed sq 88 to eliminate the need
for mathemrtical calculations? X

\),‘ '31"
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EDUCATIONAL POSSIBILITIES - Cont'd. 2 5;:
b. If math is required, what calculations are used?
Addition. pubfraction
STUDENT INTEREST
1. 1s the game aestheticaily appealing? (colors, artwork, etc.) %
2, Does it appear that students will remain actively involved and
motivated without prodding or encouragement by instructor?
3. 1s game constructed so competition does not interfere with ‘
learning? x
%4, Number of Players'
&. Can the game be piayed by both individuals and teams?
b. Can all participr®z actively? %
c. Can it be played by only one? (solitaire version)
d. Can the game be played without teacher supervision? x
5. Rules and Directions
a. Are the rules nnd divections concise? X
b. Are the rules and directions fully explanatory of the game?
c. Arc the rules and diractions easily understood?
d., Are sugeestioas made to the teacher for summarizing the
content learned in the Same? X
PHYSICAL CHARACTERISTI' .S
1. 1s the gam? 2&sy to store? (Is it self-contained? Can it fit
into file cchinets, drawers, shelves, or other areas accessible
to the classroom teacher?) x
2, Use and Durability
a, Wili parts of the namc last over a period of time? (Are
game parts made of duvable materials? Will the effect of
heat, cold, and humidity be negligible upon the materials
and the usability c¢f the gawe?) %
b. 1In use, do the parts funcrion well? x

- 32 -
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PHYSICAL CHARACTERISTICS - Cont'd. 2z 7 P
3. Physically Handicapped (Blind, Spastic, Deaf, Paraplegic) .
a. Could a physically handicapped person play the game?
(I.e., taking into account that another student could
spin a spiuner, throw and/or read dice, move tokens, etc., Sope cpn
for the handicapped person if necessary, would the game
then be playable to the handicapped?) x
b. Could the game be modified for the physically handlcapped?
(E.g., cards, paper money, etc., can easily be adanted
for blind students by using a stylus,) x
¢« Could a physically handicapped person play the solitaire
version of the game, if any? (taking into account the
modificatiors suggested in 3.b.) x
4, Consumable Materials 7 //V
@, Are consumable materials inexpensively replaced? ////////
P P _ |/ X 44{4/9
Approximate replacement cost of consumable materials :;/,: ;
b. Could a quick substitution be made for each part of the
game if the need would arise? Or can the game be played
with nissing parts? , x
¢ Are playing pieccs unlikeiy to disappear? x
5, Extra Equipment
a. Is the game constructed so as to eliminate the need for
extra equipment such as overhead projectors, filmstrip
machine, etc.? x
b, If equipment is necessery, what kinds? f //?a;/,/ ;)//;5;/
WY

ECOLOGY is a game in which players "try to achieve a balance between man's activities

and the natural environment. while advancing through the four Ages of Development;
Hunting, Agricultural, Industrial, and Enviyonmental.'" .The game requires only luck and
no knowledge in winning; thus,the players have little or no controi over situations.

In general, the game scems to be primarily for cntertainment and/or consciousness ralsing.
I1ts relaticn to consumer education is that consumer decision~ can affect the environment.,




Economic Syst:im

Publisher Western Publishing Company Suggested Number of Players 13
Publication Date_1965, 1969 *See Student Interest, question 4 ‘
Cost $25.00 Reading lLevel required to read rules10.2

Reading Level required to play game 9.1

&
4]
5
EDUCATIONAL PCSSIBILITIES ] w
2 5
1. 1Is the information accurate? = 0 >
X
2. Objectives
a. Are tcaching ebjectives clear? X
b, Arec teaching obj%;;ives relevant ﬁf}fargeted studeﬁf
2 No targeté oup is state ut seems geare
Broup: oy higher acgﬁemgc abifity students g
3. Is game based on real-life nituations and decisions? X
4, Does winning require knowledge rather than luck? x
‘5. Does the gere improve attitudes toward learning? x
6. Does the gere require uigh levels of cognitive behavior? X

7. Time ‘

a. Is the time required to play the game reasonable
in terms of norral classroom periods (40 min.)? x

b. Can thn game be adapted (o different time limits easily? %

c. Does the amcunt of learning justify the time spent in
wreparing students to play the game?

X
d. Does the amount of learning justify the time spent in
playing the game? %
8. Flexibility
a. Can the game be adapted to apneal to different
age groups ard retain ‘te educational value? X
.b. Can the zame cortent be changed to meet the needs of
different ability levels within ege groups and retain
its educational va.ue? X
9. Does the game teach or test, i,e,, can rhe game be played
without background lcorrirg? X
10. Mathematical Calculaticns
e. 1Is rthe same censtructed sa 48 Lo eliminate the need .
for mathnratical calcularions? X
- 34 -
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‘ EDUCATIONAL POSSIBILITIES - Cont'd.

2
4

Somewhat

]
O N
= -
b, If math is required, what calculations are used?
addition, sabtraction
STUDENT INTEREST
1. 1Is the game aesthetically appealing? (colors, artwork, etc,) X
2, Does it appear that students will remain actively involved and
motivated without prodding or encouragement by instructor: X
3, 1Is game constructed so competition does not interfere with
learning?
%4, Number of Players
a, Can the game be played by both individuals and teams? x
b. Can all participate actively? x
c., Can it be played by only one? (solitaire version) x
d. Can the game be played without teacher supervision?
5. Rules and Directions
a. Are the rules and directions concise?
b. Are the rules and directions fully explanatory of the gahe? x
c. Are che rules and ci.~ctions easily undevrstood?
d. Are suggestions made to the teacher for summarizing the
content learned in the game? x
PHYSICAL CHARACTERISTICS
1. Is the game easy to store? (Is it self-contained? Can it fit
into file cabinets, drawers, shelves, or other areas accessible
to the classroom teacher?) x
2, Use and Durability
a, W.ll parts of the game last over a period of time? (Are
game parts made of durable materials? Will the effect of
heat, cold, and humidity be negligible upon the materials
and the usability of the game?) x
b, 1In use, do the parts function well? P3
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Somewhat

No
Yes

PHYSICAL CHARACTERISTICS ~ Cont'd.

3. Phys;cally Handlcspped (Blind, Spastie, Deaf, Paraplegic)

a8, Could a physically hendicapped person play the game?
(I.e., taking into account that another student could
spin a spinner, throw and/or read dice, move tokens, etc,,
for the handicapped person if necessary, would the game
then be playable to the handicapped?)

b, Could the game be modified for the physically handié;pped?
(E.g., cards, paper woney, etc., can easily be adapted
for blind students by using a stylus.)

T Could a physically handicapped person play the solitaire
version of the game, 1f any? (taking into account the
modifications suggested in 3.b.)

N
X\

4, Consumable Materials

&, Are consumable materials inexpeusively replaced?

Approximate replacement cost of consumable materials
1 packet (2 pads of score sheets and 2 pads price charts)

$2,50, Payments must accorpany oraers of less than
$200C =

N
NN
QN
NN
®

. Could a quick substitution be gﬁde for each part of the
game 1f the need would arise? Or can the game be played
with missing parts?

¢+ Are playing pieces unli\élyrgb disappé;f?

5, Extra Equipment

a. Is the game constructed so 23 to eliminate the need for
extra equipment such is overhead projectors, filmstrip
machine, etc.? _ X

b. If equipment is necessary, vhat kinds?____ ’/ / 7Y/
i = oy

ECONOMIC SYSTEM "simulates the interrelationships »f a competitive econohic system,"
According to publishers students can learn such concepts as the "interdependence of the
various ecunomic roles in a soclety and the fact that the value of money depends entirely
on the prices of goods and labor." Players assume one of the three roles of worker,

manu facturer. and farmer. In each of tite six rounds of play each player must make de-
cisions on productior markeving, ~nd eonsumption in order to gain the most satisfaction
points, The object is tn setisfy one's needs for food and manufactured goods by consuming
them. Thus, no satisfaction points «re given for having money. ECONOMIC SYSTEM is a
complex game for both youth and adultr aand involves working with charts., Also, it involv

a great deal of tim: for both preraration and play. The game seems to be geared for higher
level students. More complex varsions of the game are suggested.

L]




Publisher Interact Company
Publication Date___ 1972

Cost

ENTERPRISE

no maximum
Suggested Number cf Playersminium probably 32

*See Student Interest, question &4

$10.00 Reading Level required to read rulesll.3

oSt OOPY AVAILIAL

Reading Level required to play gamed-l

&4
<
5
EDUCATIONAL POSSIBILITIES - "
) o
1. 1Is the inform~tion accurate? = 2 >
p
) 2. Objectives
a. Are teaching ebjectives clear? X
b, Are teaching objectives relevunt to targeted student
groop? U9, faEEgRal BEOUR SEekedabiE cubifhlgefor students
3. 1Is game based on real-life situwations and decisiens? X
4. Does winning require kncwledge rather than luck? x
5. Does the game improve attitudes toward learning?
6. Does the gunre remuire high levels of cognitive behavior? X
. 7. Time
a. Is the time required to play the game reasonable
in terms of normal claasroom periods (40 min,)? x
b. Can the game be adapted to different time limits easily? | x
¢, Does the amount of learniag jus<ify the time spent in
preparing ctudentr to play the game? x
d. Does the amount of learning justify the time spent in
playing the gama? X
' 8., Filexibility
a, Can the game be adapted to appeal to different
age groups and retain its educational value? X
b. Can the game content be changed to meet the needs of
different ability levels within age groups and retain ' X

its educational value?

Dnes the game teach or test, i.e,, can the game be played
without background learning?

Mathematical Calculations

a, 1s the game constructed sg A8 to eliminate the need
for mathematical calculations?




EDUCATIONAL POSSIBILITIES = Cont'd.

b. If math is required, vhat calculations are used?
add. subtract, multiplication

No

Somewndt

Yes

STUDENT INTEREST

1'

Is the game aesthetic1’1ly appealing? (colors, artwork, etc,)

2,

Does it appear that students will remain actively involved and
motivated without prodding or encouragement by instructor?

3.

Is game coastructed so ccmpetition does not interfere with
learning?

*b,

Number of Players

a., Can the game be played by both individuals and teams?

b. Cé&n all participate actively?

c. Can it be played by only one? (solitaire version)

d. Cen the game be played withcur teacher supervision?

Rules and Directions

a8, Are the rules and directions concisn?

b, Are the rules and directions fully explanatory of the game?

¢, Are the rules and directions 2nsily understood?

d. Are sucgestions rmade to the teacher for summarizing the
conteni learned in the game?

PHYSICAL CHARACTERISTICS

1.

Is the game easy to store? (75 it self{-contained? Can it fit
into file cabinets, rawers, shelvos, or other areas accessible
to the clnssroom tcacher?)

Use and Durability

a, Will narts of the game last over a period of time? (Are
game parts made of durable materials? Will the effect of
heat, cold, arnd humicity be neplisible upon the materijals
and the ugability ot vhe game?)

b. 1In usec, d» he narte runcticn well?
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Somewhat

No
Yes

PHYSICAL CHARACTERISTICS - Cont'd,

3. Physically llandicepped (Blind, Spastic, Deaf, Paraplegic)

8. Could a paysically handicapped person play the game?
(I.e., taking into eccount that another gtudent could
spin a spinnnr, throw and/or read dice, move tokens, etc,, SO%e cqn
for the handicapped person 1f necessary, would the game
then be nlayable to the hardicapped?)

X
bs Could the geme be rodified for the physiially hendicapped?
(E.g., cards, papnr money, eic., can casily be adapted
for blind students by vsing a stylus.) %
. €« Could a physically handicapped person play the solitaire
version of tha geme, Lf any? (teking into account the
modificationr suggested irn 3.b.) X
4. Consumable Matevials
a. Are consumable raterials inexpensively replaced? X

Approximate replocoment coct of cousumable materials /, /| /’
Consumable materisls may he reproduced. //

/

b. Could a quick substicution be made for each part of the

game if the need vvonld arise? Or can the game be played
with missin~ snrest . %

€. Are playina pieces urlikely to disappeax?

5. Extra Equipmont

a. Is the gcam2 constructed 30 23 to eliminate the need for
. extra equipmuni such an overhead projectors, filmstrip

machine, etc,? X

| Pt

b. If equipment is neceserry, what kinds? duplicating //. /' r/V/Y
machine needed Zor concvaable meteriels, /<§‘/<j /
__ 1/

ENTERPRISE {8 & compler simulation about money and enterprise and. takes approximéiely
3 1/2 weeks to commlat>, JStudeatr are divided into the groups of Politicians, Brokers,
Bankers, Businescmen, Consvmers, and FPoor and each player interacts within their groups
and with all other groups in attempting tn gain the most capital, Students with higher
levels of academic ab’lity would benefi: most from ENTERPRISE due to its complexity.

It ig especially suited foxr classce of Economics, Social Studies, and American Government,




FAMILY DECISTONS

Publisher Washington State University - Suggested Number of Players 9-24
Publication Date _ n.d. *See Student Interest, question 4 ’
Cost_$6.00 Reading Level required to read rules 6.8
Reading Level required to play game 6,8
&
3
EDUCATIONAL POSSIBILITIES & "
) o W
l. 1s the information accurate? Z 2 >
x
2. Objectives
a. Are teaching ebjectives clear? x
b. Are teaching objectives relevant to targeted student )
group? X
3. 18 game based on real-life situntions and decisions? x
. ; ? No winner
4 é)u%esluyoibnfxeiéxg%,re&uqiurierelg\.mledge rather than luck?
5. Does the game improve attitudes toward learning? x
6. Does the game require high levels of cognitive behavior? %
7. Time ‘
a. 1s the time required to play the game reasonable X B
in terms of normal classroom pcriods (40 min.)?
b. Can the game be ndapted to different time limits easily? X
c. Does the amount of learning justify the time spent in _
preparing students to play the game? X
d. Does the amount cf learning justify the time spent in
playing thoe geme? X
8. Flexibility
a. Can the game be adanted to nppeal to different %
age groupt and retnin its educational value?
b. Can the game content be changed to meet the needs of
different ability levels vwithin age groups and retain %
its educational value?
9. Does the zame teach or *egt, %,e,, can the game be played
without backgroun: learninz? X
10, Mathematical Calculstions
a. Is the geme ccnrtructed sa as to eliminate the need ‘
or mathematical calculations? X

- 40 -
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BEST COPY AVAILABLE

’ EDUCATIONAL PCSSIBILITIES ~ Cont'd.

b. If math ir required, what calcuvlations are used?

Samawhaf

STUDENT INTEREST

1.. I8 the gome azsthetically anpcealiny? (colors, artwork, etc,) x
2. Does it appear that ctudents will remain actively involved and
motivated without prodding or encouragemen® by instructor? X
3. 1Is game constructed oo coxptition does not interfere with
. ~ learning? X
%4, Number of Playerc
a. Can the gcme be pliayad by both individuals and teams? x
b, Can all porticipete activaly? X
c. Can it be pl.yed by only cne? (solitaire version) X
d. Cean the grme ba pleved without teacher supervision? %
\' S. Rules and Directlonc
a, Are th2 ruler end dircctione coacise?
b, Are the rulas cad dl.restionn fully explanatory of the gahe? x
c., Are thn rules =ud dircctionn ersily understood? X
d. Are sugpestions made to the teacher For rumrariming the
conten lenynad in the grne? X
PHYSICAL CHARACTZI.ISTICS
1, 18 the game erry to ster2? (Ie it celf-contained? Can it fit
into filn ceobinets, Avwsqe=n, rholvan, or other aress accesasible
to the classrcon tearch i?) x
2, Use and Durabllity
a, Wil)l parts of the pamn Lt over & perdod of time? (Are _
game part~ oada of Currple waterials? Will the effect of X
heat, cold. and “unicity ba nmglihible upon the materials
and the uenbility of ths nara?)
b, In uze, do the parvtn function well? X

0l v parpha

- (L‘L -
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Somewhat

Yes

PHYSICAL CHARACTKRISTLCS - Cont'c, v

3. Physicelly Handicapped (Blind, Spastic, Deal, Paraplegic)

a., Could & physically hanuicapped person play the game? sohe chn
(I.e., taking into account that another student could
spin a spinner, thr v and/or read dice, move tokens, etc., X
for the handicapped person if necessery, would the game
then ba playable to the hendicapped?)

b. Could the game be modificd fo. tne physically handicapped?
(E.g., cards, papa: noney, etc., car easily be adapted
for blind students by ucing a stylus,) _ x

c. Could a physically handi-apped person play the solitaire
version of the same, if any? (taking into account the
modifications suggested in 3.b.) %

4., Consumable Materials

a. Arc consumable naferials inexpansively replaced?

X

Approximace replacement cost of consumable materials //7 /r /' /,
Consumable materisls may be durlicated, //
- N

b. Could a quick cubstitution be mad2 fovr each part of the
game if C{he nee? would arise? Or can the game be played
with missing pavta?

c. Are playinm piecns unlikeiy to .lisappear? X

5. Extra Equipment

a. Is the game centtructed so ne o eliminate the need for
. erira equipment such as overhead projectors, filmstrip
mechine. 2te.? x

b, If equiprent s necessary, what kinds? ;/F'C>;/( ' ;// ;//‘
i

FAMILY DECISICNS s a simulation in which players make decisions for the family they are
similating., Four familv prosiles nre gilven, cack representing a different income level
ranging from peverty level to hkigh incomz level. For cach decision to be made, several
possible alternctives and their outcemes pre presented, Also given is the probability
of each outcome (in percenteges) anc its satisfaction score, This simulation can be of
great value for youtl or advlt students in decirion making and can be interesting to play
as well., A major d=rwbrck for mewe would be tho nvmber of pages that have to be read
during thc playin~ ni the sirmlotion, Gbowever, it is nosslble for the teacher to conduct
the entire sinuletiosn, thus dofing :lmost al® ol the reading himself, Interaction between
players is necded Zor maximuwm learning.,




FOCD - O

Publisher Washington State University Suggested Number of Players 2-15
Publication Date n.d, *See Student Interest, question 4
. Cost B85¢ Reading Level required to read rules6.0

Reading Level required to play game x -

EDUCATIONAL POSSIBILITIES

1. Is the informetion accurate?

Somewhat

No
Yes

2. Objectives

a. Are teaching objectives clear? not stated

b. Are tcaching objectives relevant to targeted student
group? No targeted group stated

. - - [ ? .
3. 1Is ;S'S“‘Sci%?gf"dé’é’i §f§1 %é‘f{xei lggi:.uanms and decisims. R

4. Dces winning require hknowledge rather than luck?

5. Does the game improv> attitudes toward learning?

6. Does the gnm» require high levels of cognitive behavior?

7., Time

‘ a. Is the time required to play the game reasonable
in terms of normal classrnom periods (40 min.)? x

b. Can the game be ndaptead to diffcrent time limits easily? X

c. Does the amownt of learning juctify the time spent 1in
preparing citudents to nley the game? X

-, s  t

d. Does the amount of learning justify the time spent in
playinng the pame? X

8. Flexibility

8, Can the garme be adapted to appeal to different
age groups ~nd retain its educational value?

b. Can the game content be changed to meet the needs of
different atilitv levels within age groups and retain X
its educational =alue?

———

9. Dues the game teach or test, i,er,, can the game be played
without background lecrnirg? X

10, Mathematical Cal-v's.rions

a. Is the gamr conatruct=d sq £& to eliminate the need
for mtheratice! calculationsg? X




EDUCATIONAL POS31BILITIES =~ Cont'dq,

b. If math is required, what calculations are used?

No

N

|~

\\\
N\

Somewhat

N\

Y
AN

*\

STUDENT INTEREST

1'

Is the game aesthetica.ly appealing? (colors, artwork, etc.)

2.

Does it appear tha. stucents will remain actively involved and
motivated without prodding or cncouragement by instructor?

3.

Is game constructed so competition does not interfere with
learning?

*4,

Number of Players

a. Can the gem~ be played by both individuals and teams?

b, Can all participate ~ctively?

R i h PRy 1 9 i )
c. fan.if 2enplayedebyslni v ol Sod e adRY YEEEdgY)
LY, ong

d. Can the game be playnd without teacher supervision?

Rules and Nir~ccions

a, Are the rulcs and dircetions coucige?

b, Ars the rules and directionr fully explaratory of the game?

o

¢. Arec th2 rules ond dir~ctions easily understood?

d. Are supgesiinns made to the teacher [or summarizing the
contaent learned In “he game?

PHYSTICAL CHARACTERTSTICS

1.

t self~-contained? Can it {it

Is the gar. enuy tn stere? (Is i
shelves, or otiier areas accessible

into file cabirets, drawers,
to the classrocm teacher?)

Use and Durability

a, Will pirts of the paw~> “ast over a period of time? (are
agame pa=cs medta ol durable materials? ¥ilL che effect of
h=2at, cold, ovnd nnmicicy b2 negligible upon the materials

' ’ y ol >
and the uzabllity of +the game?)

b, To nse, do the parts rvnccion vell?

w— -

- [{’; -
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gEST LM N NLABLE

Somrewhat

Yes

PHYSICAL CFARACTERLISTICS - Cont'd,

No

3. Physically Handiczoped (Blind, Spactic, Deaf, Paraplegic)

a. Could a physically hendlcapped parson play the game?
(I.e., tekiry irto z:count that another student could pome) can
spin a soinncr, thrcy and/or rond dice, move tokens, etc.,
for the handicapped percon if nacassary, would thz peme
than be playable Co the handicapped?) X

b. Could the namec be rodiflcd for the physically handicapped?
(E.5., cards, pep.> .oazy, ete., can eas.ly be adapted
. ' for blind gtudents by veirg o ncylus.) X

c. Could o physically lLrndiceopped person play the solitaire
' varsion of tho gere, 1f any? (taking into account the
modificatlons sugzastad in 2,b,) x

4, Consunable llntoricls

a. Are ccrsu.avle natariels ine ensivelz reflaced?
No instruetionr civen_concerning constmable materials.

spproximatn replecant cost of consurable materials ;;/

® N 7/

S S — 4
b. Could & quizk substitution be made for each part of the

gam2 Lf the need wnnrld erise? Or can the game be played
with rinscins parisy

7

R -

X
c. Aie play re da2c2c snlikaly to disappear? %
5. Extra Ecuipment
a. Is the ceme constiucied so re to eliminate the need for
, extro enuipnenc such as ovarhead projactors, filmstrip
machin~, ~te.t %

b. If equirturnt Lo n~ensacyy, what liprde? V/// 7 / 7
— // /A// /

—-— — —

FOOD - O ir a hinece game based o tha daily four food groups. If a player has a numbered
squarea on his cgwa ~ovrestonding to the number drawn, he murt write in the neme of a food
in that particulsr €oc! gretn. To win, one munt fill squares across or down with foods
and their fcod rreups corscci™y correspording. Veriations for playing are included in
instruction: Tha o Lo vawy oimple fov botl ccachers and students and could be of
value to the least -~:hig:zicrtad Adult Besic iducation students or young children in help-
ing them iden:zify the baric “~rr fcod grouns. llcre able atudants would soon get bored.
Three servings c¢ . miilk ic irdie~ted but thies is reeded for ¢ ildren. Thus, this might

. have to Fa rdaptel to Aiffaraqr aga groups, The number of gervings of milk might nezd to
be adjusted to th2 group ploylng tha gere.
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HUMPTY DUMPTY

Publisher  Washington State University Suggested Number of Players 3
Publication Date Unknown *See Student Interest', question 4 .
Cost  35¢ Reading Level required to read rules4.7

Reading L:vel required to play game_ 5 4

&)
Q
5
EDUCATIONAL POSSIBILITIES @ o
o o v
1. Is the information accurate? Z 0 >
X
2, Objectives
a. Are tenching objectives clear? None stated.
b. Are teaching objectives relevant to targeted student
groop? No targeted group indicated,
3. 1s game based on real-life situations and decisions? X
4, Does winning requirc knowledge rather than luck? x
5. Does :he game improve ettitudes toward learning? x
6. Does the gnen remuire high levels of cognitive behavior? %
7. Time .
a. 1Is the time required to play the game reasonable X
in terms o5¢ normal classroom periods (40 min.)? ’
b. Can the sam~ be adrnpted to different time limits easily? X
¢. Does the amsunt of lenrnming justifyv the time spent in
preparing stndent: to play the game? X
d. Does the crmount of learning justify the time spent in
playing the game? X
8. Flexibility
a. Can the gare be adapted to appeal 1o ditferent
age groups and vetain ts educatlonal value? %
b. Can the samc content be changrd to meet the needs of
different ability ‘evels within age groups and retain
its educatioral vrlue? X
9, Does the game tearh or test, i,e., can the pame be plaved
without hackgrou: . learning? X
10, Mathematical Calculetions
a. 1Is the esre constracted 8a a8 Lo eliminate the need .
for math mntica' calculations? RS




EDUCATIONAL POSSIBILITIES =~ Cont'd.

b. If math is required, what caiculations are used?

Somewhat

N
N
~

STUDENT INTEREST

1. 1Is the game aesthetically appealing? (colors, artwork, etc.) X
2, Does it appear that students will remain actively involved and
motivated without prodding or cncouragement by ins cructor? X
3. 1s game constructed so competition does not interfere with
) learning? X
*4, Number of Players
a, Can the game be played by both individuils and teams? X
b. Can all participate actively? X
c. Can it he played by only one” (solitajre version) ¥
d. Can the gam2 be played without teacher supervision? X
. 5. Rules and Directions
a. Are the rules and direcrions concise? X
b. Are the rules and directions fully explanatory of tha game?
b. 4
c. Are the rules and directicn3s rasily understood?
— X
d, Are suggestions made to che teacher for summarizing “he
content learned in the gam~? X
PHYSICAL CHARACTERISTICS
1. Ts the game casy to stcre? (Is it sel”-contained? Can it fit
into file cabinets, drawers, shelves, or other areas accessible
to the classroom teacher?) x
2, Use and Durability
a, Will parts of the game last over a period of time? (Are
game parts made of durable miterials” W1ill the effect of
heat, cold, and humidicy be negligible upon the materials
and the usability of the gane?) X
b, Tr use, do the parus Function well? X

v
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Yes

Somewhat

No

PHYSICAL CHARACTERISTICS - Cont'd.

3. Physically Handicepped (Blind, Spastic, Deaf, Paraplegic)

8. Could a physically handicapped person play the game? SOWL of
(I.e., taking into account that another student could them
spin a spinner, tarow and/or read dice, move tokens, etc.,
for the handicepped person if necessary, would the game
then be playable to the handicapped?) X

b, Could the game be modified for the physically handicapped?
(E.g., cards, paper money, etc., can easily be adapted
for blind students by using a stylus,)

c. Could a physically handicapped person play the solitaire
version of the game, if ary? (taking into account the
modifications suggested in 3.b.)

4, Consumable Materials

4. Are consuriable materials inexpensively replaced?

Approximate renlacement cost of consumezble materials

b, Could a quick substitution be made for each part of the
game if the need would arise? Or can the game be played
with micsing parts? X

C. Are playing pizces unlikely to disappear?

5. Extra Equipment -

a. Is the game constructed s~ as to eliminate the need for
. extra equipment such as overhead projectors, filmstrip

machine, etc,? <

b, If equipment is necessary; what kinds? IR 2;%1;7/ ;/C/;kf ;/7
— Y/ .////// /

HUMPTY DUMPTY is a game aboui eggs in the form of a ten plece jigsaw puzzle. 1In essence,

it 18 a multiple choice game of ten questions with each question having two possible
answers. To win, ~ player munt choose the correct answers (which are written on the

puzzle pieces) and his ten nuzzle pieces will then form an egg. The ten questions touch
upon basic facts about storage, cooking, protein, grading, and use of eggs. The information
to be learned would bo bereficial to adults but the puzzle form of an egg may seem too
elementary to some,
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BEST COPY AVAILADLE INFLATION

no maximum

Publisgher Paul S, Amidon sznd Associates suggested Number of Players minimum 5
. Publication Date 1072 *See Student Interest, question 4
Cost $15.00 Reading Level required to read rules 10.5

Reading Level required to play game 9,7 -

«
Q
3
EDUCATIONAL POSSIBILITIES ] "
o 0 ]
1. 1Is the informaticn accurate? Z % >
2, Objectives
a. Are teaching ebioctives clear? X
b. Are teaching objectives rel-vant to targeted student
group? . X

3. 1Is game based ea roal-life pitvations and decisions?

4. Does winning cequire lenciledge rather than luck? No winner /<)”//;52?a//;/ J‘?
X

5. Does the game i.nruve attitudes toward learning?

6. Does thz gar: roguire high levels of cognitive behavior?

X
. 7. Time
a. 1s the timn -equired tn play the game reasonable
in terms of normal classroom periods (40 min.)? X
b. Can the nar2 br adapied to different time limits easily? S
c. Does th2 ancunt of learning justify the time spent in
preparing student= te play the game? X
d. Docs the aveunt of learning juctify the time spent in
playing the same? X
8. Flexibility
a, Can the game he cdapted to appeal to different X
age groudr 7nd rotaoin its edacational vatue?
b. Can the gam: coatent be changed 10 meet the needs of
different ability levels within age groups and retain x
its educationnl value?
9. Does the jare teaco or rest, Lt.e., can the game be played
without baclkarcnd *earning? ' X

- e e iy

10, Mathematical Calculntinns

+

. a. I8 the fawe con-tructed fe 08 o climinate the nee.!
ror mathematjenl ral nletiorna? |




Somewhat

EDUCATIONAL POSSILILITIES =~ Cont'd, o 5
P >
b. If marh is roguired, what calculations are used?
STUDENT INTRREST
1. 1Is the gurm2 cesth:iicz.ly eppealing? (colors, artwork, etc.) X
2, Does it app»ir that ttudente vill remain actively involved and
motivated witucut Hrodding or encouragement by instructor?
3, 1Is game conctructad go compeiicion does not interfere with
learning? x
*4, Number of Players
&, Can tue gooe be ployed by both individuals and teams? X
b. Can all ~-r:icipate actively? X

c, Can it "z olry2c by onlv one? (solitaive version)

de Can the zawn p2 ~laved without teacher supervision?

5 Rules and Dircctlcons

a. Are the -uicn ard di-ecticns coencise?

b. Are cth? ~ul~~ ~pd dircc-iors “ull - explanatory of the game?

'y
-t

X
c. Arc pe vles o divncetiorn, ensily nnderstood?
— J X
d. Are sucgrciinrt miude to rho tedcher for summarizing the
content lrarrzd iu fhe ogren? X
PHYSTCAL CHARACTIZEN™YTICY
1. 1Is the gemr <as to clor2?  “lg it sell{-contained? Can it fit
into file cahirnct:, (rovors, shiclves, or other areas accessible
to the classioem toacaer?) X
2, Use and Duirbil ity
a, YWily r -ts or tae gone last over a period of time?  (Arve l
came ~ares co2cte o durable materials?  Will the effect of
teat, cold, nad btumicity be negiigibie upon the materials
and the ueabiiily of the zar2?) X
b, in uge, ¢n tk> parc. Furction well? X

—r ——r———— v

Q
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Somewhat

Yes

PHYSICAL CHARACTFERISTICS - Cont'd,

No

3. Physically Handicapped (Blind, Spastic, Deaf, Paraplegic)

a, Could a physically handicapped person play the game?
(L.e., taking into account that anothar student could ome| can
spin a spinner, throw and/or read dice, move tokens, etc.,
for the handicapred person 1if necessary, would the game
then be playabla to the handicapped?)

b. Could the game be modified for the physically handicappec?

(E.g., cards, paper money, ctc., can ~asily be adapted
for blind students by using a stylus.)

¢. Could a physically handicapped person play the solitaire //7r/
' version of the game, 1f any? (taking into account the
modifications suggested in 3.b.) // ,//
4, Consumable Materials )

j;/f:;//§>/ F//
a. Are consuvmable materials inexvensively replaced? ///j /////C;:

Approximate replacement cost of consumehle materials Z;//
A

‘ 7
¢ — / ///%

b, Could a quick substitution be made for each part of the

game if the need would arisc? Or can the game be played
with missing parts?

NNANNNNE

C. Are playing pieces unlikely to disapperr:

[

5. Extré EQuipment \

a, Is the game constructed so as to elimirate the need for

, extra equipm2nt such as overhead projectors, filmstrip
machine, ectc.?

PORIDA 4 o g

x
b. If equipment is neceasary, what kind;?_ . ?/P;)/ ;//;)/ ////
, ) AAA//.

INFLATION is a simulation in which students role play characters in a variety of
roles in the economy, Differont groups of players attempt to persuade the government
to take the action against inflatior best suited for thier purpc tes, The eimulation
requires a substantial crount of recding end group interaction for mexirum learninz.

Some youth and adults might find this simulation too technical and difficult to hold
interest,
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LINGO
Publigher Colorforms, I“?: o Suggested Number of Players -
Publication Date n.d.; ncw packaging, - *Sec Student Interest, question 4
U..L L ) $) 1 ) - A 4.2
Cost $2.00; $2.50 in ngyy19%%3 Reading Level required to read rules
Reading Level required to play game 1-2
(only teacher reads the cards) T
&
L
- 3
EDUCATIORAL POSSIBILITIES g e
O o Q
1. 1Is the information accurate? = 2 >
X
2. Objectives
a, Are teaching objectives clear? ) X
b, Are teaching objectives relevant to targeted student
group? ‘ X
3. 1Is geme based on real-life sitvations and decisions? X
4. Does winning require knowledge rather than luck? X
5. Does the game improve attitudes toward learning? X
6. Does the game remqui.c high levels of cognitive behavior? x
7. Time
a. 1ls the tire requirad to play the game reasonable
in terms o0f norwal classroom pericds (40 win.)? X
b, Can the gar:» be adepted to different time limits easily? <
c. Deeg the camount cof learning justifv the time spent in
preparing students to alay the pgame? »
¢. Does thc amount of learning justify the time spent in
playint the game? %
8. Flexibility
a. Can .he geme be adapted to app to different
age greups and retain its educa .onal value? X
b. Can the game content be changed Lo weet the needs of
different ability Jevels within age groups and retain
its edu~s*tional value? X
9, Does the game toach or test, i.,¢., can the game be played
without backgreuns learndire? X
10, Mathematical Calculationns
a. 1s the goame ~onstructeo 80 08 to eliminate the need ‘
for matuemntical calculations? X
L




what

LY

EDUCATIONAL POSSIBILITLES - Cont'd, o g ®
= N >
b. 1f math is required, what calculations are used? //}/4;/ />/ C/
STUDENT INTEREST
1. Is the game aesthetically appealinzg? (colors, artwork, etc.) X
2. Does it appear that students will rewain actively involved and
motivated without proddiag or encouragement hy instructor? X
3, Is game constructed co competition does not interfere with
learning? X
*4, Number of Playcrs
a, Can the garme be played by both individuals and teams? X
b. Can all participnte actively? X
c. Can it be played by ealy one?  solitaire version) X
d, Can the game be playnd without teacher supervision? X
5. Rules and Directions
a., Are the rulecs and c¢irec*ions concise? X
b. Are the rules and directionc fully explanatory of the gahe? X
c, Are the rules and directions easily understoon? %
d, Are suggesticns wade to the tcacher for sunmmarizing the
content learn2d ‘n the gama? X
PHYSTICAL CHARACTERISTICS
l. 1s the game casy to store? {1e it self-contained? Can it fit
into file cab..ets, drawvers, shelves, or other areas accessible
to the classrcom teacher?) X
2, Use and Durahility
a., Will parts of the game last over & period of time? (Are
game parts made of durable materials? Will the effect of
heat, cald, end humidity be nepglizgible upon the materials
and the usability ol the game?) s
b, 1In vee, do the pa-te Juoction wvell! X




Somewhat

No
Yes

PHYSICAL CHARACTERISTICS ~ Coat'd.

3. Physically Hendicapped (3)ind, Spastic, Deaf, Paraplegic)

&, Could a phyeically handicepped person play the game?
(I.e., ta%ing into account that another student could 3°4¥ can
spin a splnnecr, throw and/or rcac dice, move tokens, etc.,
for the handicappad parson if necessary, would the game
then be playable to .l handicapped?) X

b. Could the garz be modified for the physically haﬂ&icapped?

(E.g., carde, peper money, etc., can easily be adapted
for blind students by using a stylus.)

NN

version of the gera, 1iI eny? (taking into account the A

€. Could a physically hendicapped persdgrplay the solitaire
modifications suggested in 3.),) ////

N

4, Consumable Materialn

&, Are corsumable moterinls inexpensively replaced?

N

Approximate replocement cost of consumable materials //
b, Could a quichk substitution be made for each part of the

gane 1f the rand would arise? Or can the game be played

with missing par<s? : X

¢, Are playing nieces unliliely to diseppear?

5. Extre Equipwment

a. Is the game constructed so aa to eliminate the need for
extra equinrent such ~s overhaad nrojectors, filmstrip
machine. ~tec,?

b, If equipment ig neceserary, what kinds? ;/f;>/ ;/f ;)/ ;;;}
- .

"LINGO is a gam2 about foods: dalry products, fruits, legumes, vegetables, grains, and
meat." It ig fin the form of a bingo pame and its purpose is merely to teach names of
worldwide foods. The name of eact food fs in English, French, and Spanish. Since this
garie i8 targeted to youns children, 1t will probably seem too simple for adult students.




BEST COPY RV JLABLE MANAGING YOUR MONEY

Publisher CUNA Mutual Irsurince Society Suggested Number of Players 2-0
' Publication Date 1969. 1. 0 *Sce Student Interest, question &
K .
Cost $5,00 Reading Level required to read rules 7.7

Reading Level required to play game 8.8

44
@
5
"JUCATIONAL POSSIBILITIES g @
o ] u
1. 1Is the information accurate? = 2 >
X
2, Objectives
a. Are teaching objectives clear? x
b. Are teaching objectives relevant to targeted student
group? : x
3, I1s game based on real-life situations aund decisions? x
4. Does winning require knowledge rather than luck? x
5. Does the game improv~ atritudes toward learning? X
6. Does the game require high levels of cognitive behavior? x
‘ 7. Time
a. 1Is the time required to play the game reasonable X
irn terms of pormal classroom periods (40 min.)?
b. Can the game be adapted to different time limits easily? %
c. Does the anount of learning justify the time spent in
preparing students to play the game? x
d. Does the amount of learning justify the time spent in
playing the game? x
8. Flexibility
a. Can the game be adapted to appeal to ditferent
age groups and retein its educational value? X
b. Can the game content he changed to meet the needs of
different ability levels within age groups and retain
its educaticnal value? x
9. Does the game teach or Zest, i,e., can the game be played
witheut backgrcurd learning? X
10, Mathematical Calculations
. a. 1Is the game cons.rected o a8 to eliminate the aeed
tor mathematical celeulations? X |




Is]
Q
£
g
EDUCATIONAL POSSIBILITIES - Cont'd, o E a
i 7)) >t
b, I1f math is redquired, what calculations are used?
Addition, suttraction
STUDENT INTEREST
1. 1Is the game aesthetically appealing? (colors, artwork, etc.) X
2. Does it appear that students will remain actively involved and
motivated without prodding or encouragement by instructor? %
3. 1s game conatructed so ccmpetition does not interfere with
learning? X
*4, Number of Players
a, Can the game be played by both individuals and teams? 4
b, C&n all participate actively? %
c, Can it be played bv only one? (solitaire version) x
d. Can the game be pleyed without teacher supervision? x
5. Rules and Directions
a, Are the rules and directions concise? x
b. Are the rules and directions fully explanatory of the _ame? %
c. Are the rules and directions easily understood? x
d. Are suggestions made to the teacher for summarizing the
content learned in the gaire? X
PHYSICAL CHARACTERISTICS
1. 1Ie the game easyv to store? (Is it self-contained? Can it fit
into file cabinets, drawers, shelves, or other areas accessible x
to the classroor teacher?)
2, Use and Durability
a, Wil! parts of the game lasc cver a period of time? (Are
game parts made of dureble materials? Will the effect of
heat, <old, er.! humidity be negligible upon the materials
and the usability ~f the game?) X
b. 1In use, do the narts function well? X
- 56 =




Somewhat

Yes

PHYSICAL CHARACTERISTICS - Cont'd.

No

3. Physically Handicapped (Blind, Spastic, Deaf, Paraplegic) g

a. Could a physically handicapped person play the game?
(I.e., taking intc account that another student could
spin a spinner, throw and/or read dice, move tokens, etc., pome
for the handicapped person if nccessary, would the game
then be playable to the hLandicapped?)

can

X
b. Could the game be modified for the physically handicapped?
(E.g., cards, paper money, etc., can easily be adapted
for blind students by using a stylus,)
X

c. Could a physically handicapped person play the solitaire

/ / /
version of the game, 1f any? (taking into account the i;///// /1 1///

modifications sugaested in 3.b.)

4. Consumable Materials

a. Are consumable materials inexpensively replaced? L

o 7
Approximate replaccment cost of consumable matcrials //7 /’
No instructions given as to replacement of

pproxice U
_consumable materials. ' / /J// ///4

b. Could a quick substitution be made for each part of the

game 1f the need would arise? Or can the game be played
with miesing parts? X

c. Are playing pleces unlikely to disappear?

5. Extra Equipment

a. Is the game constructed so as to eliminate the need for

, extra equipment such as overhead projectors, filmstrip
machine, etc.? X

b. If equipment is necessarv, what kinds? / w7l ¥/ 7
S /f////////

MANAGING YOUR MONEY requires students to select ¢ vocation, repay a set laon, and save

a set amount of money, The game focuses on insurance and credit unions. It includes
five types of insursnce aud players learn that insurance policies, although they cost
money, can save cne mon-~y iu the long run, Chance rather than knowledge is the major
factor in the pleying and winning of the game. Therefore, the title of the game is
misleading since players have no choices or decisions in the actual management of money.
Th: game has some procedures which might lead players to make inaccurate generalizations,
For example, salaries are collectdd at th~ :edit Union office and teachers can upgrade
themselves at a technical school.




Publisher_ Benefic Press ]
Publication Date 1971 *See Student Interest, question &

Reading Level required to read rules 7.9 .

MARKET

(Included in the Unit ECONOMIGC MAN)

Suggested Number of Players 18-40

(fewer can

play)

Cost $064.C0 (gar2 only)
$77.01+ (teac;ling unilt that inCIUdeS Reading Level required to play game 7.4
ramaz —
&
gl |
s
EDUCATIONAL POSSIBILITIES g o
o o V
1. 15 the information accurate? z ©n >
X
2. Objectivas
a. Arc teaching ebjectives clear? X
b. Are tecching objectives relevant to targeted student
aroop?
3. Is gom Dased on real-life situations and decisions?
4, Does winning require knowledge rather than luck? X
5. Does the pame improve attitudes toward learning? x
6. Does the rome require high levels of cognitive behavior?
7. Time ’
a. Is the time required to play the game reasonable
it terms of normal classroom periods (40 min.)? X
b. C(an th? game be adapted to different time limits easily?
¢, Door the ameunt of learning justify the time spent in
nrzparing students to play the game? %
d. Dc2a the amount of learning justify the time spent in
playinn the came? x
8., Flexibility
r. Can the game be adapted to appeal to different
age groups and retain its educational value?
b. Can the jame content be changed to meet the needs of
dificront ability levels within age groups and retain
ite educational value? X
9. Does the gsamre teach or test, i.e., can the game be played
without bockgreund learning? X
10,. Martheratical Culculations
a. 1s tho game constructed sq as to eliminate the need X Q
for mathematical calculationg? l
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Somewhat

EDUCATIONAYL POSSIBILITIES - Cont'd. o §
b. If math is required, what calculations are used?
Addition, subtraction, multiplicacion
STUDENT INTEREST
1. 1s the game aesthetically appealing? (colors, artwork, etc.) x
2. Does it appear tt" 3students will remain actively involved and
motivated without proddinz or encouragement by Instructor? X
3. 1s game constructed so coapetition does not interfere with
learning?
%4, Number of Plavers
a. Can the game be played by both individuals and teams? x
b. Can all participate actively? X
c. Can it be plav'd by only one? (solitaire version) %
d. Can the game be played without tcacher supervision? X
5. Ruleg and Directions
a. Are the rules and directions concige?
b. Are the rules and directlons fully explanatory of the game? x
c. Are the rules and directions easily understood? x
d. Are suggestions made to the teacher for summarizing the x
content learned in the game?
PHYSICAL CHARACTERISTICS
1. 1Is the game easy to store? (Is it self-contained? Can it fit %
into file cabinets, drawers, shelves, or other areas accessgible
to the classroom teacher?)
2, Use and Durability
a., Will parts of the game last over a period of time? (Are
game parts made of durable materials? Will the effect of
heat, cold, and humidity be ncgligible upon the materials
and the usability of the game?) X
b. 1In use, do the parts function well? x

=~ 590 -~
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Somewhat

Yes

PHYSICAL CHARACTERISTICS - Cont'd, 2

3, Physically Handlcapped (Blind, Spastic, Deaf, Paraplegic)

a. Could n plysically handicapped person play the game?

" (I.e., tcking into cccount that another student could
spin & spiumer, throw and/or read dice, move tokens, etc,,
for the hnidicapped 2rson if necessary, would the game
then be playable to :he handicapped?) X

b. Could th» game be modified for the physically handicapped?
(E.3.. cacds, paper money, etc., - 'n easily be adapted
for blind stuvdonts by using a styl. ..)

c. Could 2 »hysically handicapped person play the solitaire
versicn of tae game, if eny? (taking into account the
modifications suggested in 3.b.)

SN
N
S

4., Consumable liaterials !

a. Are consumible materials inexpensively replaced? X

Appre:inate 12placement cost of consumable materials
May_ dunlicete _consum-ble materials,

-

N

NN

N

N

I
®

b. Could 2 quich substitution be made for each part of the
gam2 if chz need would arise? Or can the game be played
with missing parctod

c. Are playiryg piecce ualikely o diseppear?

5. Extra Equipmen:

a. Is the game ~onstruct2d so 73 to eliminate the need for
extra cauipuont such £s overhead projectors, filmstrip
macainne, evc,? X

b, If equipwent is necessery, what kinds? ;/ / :j;/;i;//‘

. - N/ /

MARKET is & simul~tion {in vhich players can learn to understand the economic principles of
supply and dem~nd. Pliyers arc either consumers or retailers. Consumers must plan a menu,
ectimate th: i .od pricey, and buy the foods from the retailers. Retailers are in

cempetition wvith one ancther and must set prices and attempt to draw the consumers to thelr
business and r~"e & nvofit, Somz confusion may result becauge no amounts are indicated

f.r any “cecd and pricens mey represent different quantities. For example, raw potatoes

7,25, potato salod @ .35, nud french [ries @ ,20 each represeat two servings on the board.
Questions might be :Lize? ag =0 why all meals must have meat, potatoes, and dessert, for
axe.anle, snd breed ves never included, In general the game not only provides the atmosphere
for learn.ng supply ~nd demand but belps the consumers in comparison shopping, This 1atter.

aspect would pechaps be the most heneflicisal to Adult Basic Fducation students.
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BEST COPY AVAILABLE N SR G

Publisher G:-aphics Co. Suggested Number of Players 2-4
. Publication Date 1979 *See Student Interest, question 4
Cost $9.95 postpaid., (If purchased Reading Level required to read rules9,4
&
©
3
EDUCATIONAL POSSIBILITIES - ®
o 5] @
1. 1Is the inforr tion accurate? z ©n >
. .
2, Objectives
a. Are teaching obiectives clear? X
) b. Are teachiag objectives relevant to targeted student
: group? No targefed croup stated but suitable for
children o» adults.
3. 18 gaxc based on real-lif: situations and decisiens? x
4. Does winning requirc knowledge rather than luck? %
5. Does the gar~ improve ~tritudes toward learning? X
6. Does the game requirc hizh levels of cognitive behavior? X X
' 7. Tinme
a. Is the time requived to play the game reasonable
in terms cf ncroal classroom periods (40 min.)? X
b. Can thn gamc'be adapted to different time limits easily? X
c. Dor: th2 anwunt of learring justify the time spent in
preparing stedentz to play the game? X
d. Does the arount of learning 3ustify the time spent in
playing the rame? x
8. Flexibilic~
a. Can the gor2 be ndriotad to appeal to different
ege groups ond rot~in itn educctionsl value? X
b. Can the game contea® “e chronged to meet the needs of
different ohility ‘e-~1s within age groups and retain
its educatican® valne? X
9. Does the gawe trech or tes., i.e., can the game be played
without »ackoreund i :irnine? X
16, Matheratical Calcul-.'.icns
‘ a. 1s th2 gam2 construcend sa a8 to e2liminate the need
for matheratic~l calzulationy? X




Somewhat

N P

EDUCATIONAL POSSIBILITIES - Cont'd, o g
b, If math is required, what calculations are used?
Subtraction, Addition (Banker must make change)
STUDENT INTEREST
1. 1Is the game aesthetically appealing? (colors, artwork, etc.) X
2, Does it appear that students will remain actively involved and
motivated without prodding or encouragement by instructor? X
3. 1s game constructed so competition does not interfere with
learning? X
*4, Number of Players
a. Can the game be played by both individuals and teams? x
b. Can all participate actively? .
c. Can it be played by only one? (solitaire version) X
d. Can the gamec be played without teacher supervision? x
" 5., Rules and Dircctions
a, Are the rules and directions concise? X
‘b. Are th2 rules and directions fully explanatory of the game? X
c. Are the rules and directions easily understood? X
d. Are cuggestions made to the teacher for summarizing the
content learncd in the game? X
PHYSICATL CHARACTERISTICS
1. 1s the game =2es8y to store? (JIs it self-contained? Can it fit |
into file cabinets, drawers, shelves, or other areas accessible !
to the classroom teacher?) %
2, Use and Durability
a. Wil® parts of the game last over A period of rime? (Are i ,
game parts made of durable materials? wWill the effect of I '
heat, cold, and humidity be negligible upon the materials '
and the usability of the game?) X
b. In use, do the piarts tunction well? X

- 62 -
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BEST GOPY AVRILABLE

Sorewhat

a. Is the gpare constructed so n= to eliminate the need for
extra equipment such as overheed projectors, filmstrip
machine, ete.?

0]
[ CHARACTERISTICS - Cont'd. 2 b1
3. Physically Handicapped (Blind, Spastic, Deaf, Paraplegic) "
2. Could a physicuelly handicapped persoa play the game?
(I.e., teking into account that another student ceuld
spin a spinner, threw and/or read dice, move tokens, etc., bome | ca
for the handicapped person if necessary, would the game
then be playable te the handicapped?) X
b. Could the geme be modlified for the physicaliyihandicapped?
(E.g., cards, paper utney, etc., can easily be adapted
for blind students by w3ing a stylus.) X
.C. Could a physically handirapped person nlay the solitaire
version of the game, 1 eny?! (taking into acccunt the
modifications suggasted in 3.h.) x
4, Consumable Materials ) // / é// ;<;//]
8. Are consumable matarials inexpensively replaced? /// /4;/<§;/2/j Z{;
A/
Approximate replacarant cos% oi coisumible materials i://:;//;;/'jyl
. b. Could a quick substitution be made for each part of the |
gare 1f the need would arise? Or can the game be played
with missing parts? X
C. Are playirg piecas vrlikelr- to disappear? %
5. Extra Equipment

b. If ecquipment 45 neeasenry. what kinds?

/

7,

/

77" [‘/‘
/
i

The object of THE NULRITION GAME in to buy foods with both calories and moncy in order to
obtain one hundred percent of the Rccommended Dietary Allowance of eight different nutrients,
Eight different options of play, includine a solitaire version, are suggested to the teacher,

These options, in edditic .
game very f{lexible,

from the gam2 and the variety o foods included in it.

" B3 =
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to ray others which individual teachers could think of, make thig
Adult 3nsic Educoation students could learn a great deal about nucrition




PINK PEBBLES

Publigsher FEducation Ventures, Inc, Suggested Number of Players 6
Publication Date 1972 *See Student Interest, question 4 .
Cost $8.00 Reading lLeve: ‘equired to read rules 5.8

Reading L. <1 required to play game 3.5

&
o
5
EDUCATIONAL POSSIBILITIES Y ®
5 0
l. 1Is the information accurate? = o >
X
2. Objectives
a. Are teaching ebjectives clear? . X
b, Are teaching cbjectives relevant to targeted student
group? Adequate for elementary level. ' x| ¥
3. Is game based on recl-life situations and decisions? X
4. Does winning require knowledge rather than luck? x
5. Does the game improve attitudes toward learning? X
6. Does the gam: require high levels of cognitive behavior? X
7. Time ‘
a. Is the time required to play the game reasonable
in terms of normal clessroom periods (40 min,)? X
b. Can the game be adapted to different time limits easily? %
c. Does thn emount of learring justify the time spent in
nreparing stodents to play the game? X
d. Does the emount of learning justify the time spent in
playing the game? x
8. Y¥lexibility
a. C(Can the gare be adapted to appeal to different
age groups anc retain its educational value? X .
b. Can the game content be changed to meet the needs of
different ability levels within age groups and retain
its educational value? X
9. Does the game teach or test, {i.e., can the game be played
without backgrcund learning? x
10, Mathemetical Calculations
&. 1s the game corstructed sq as to eliminate the need ’

for matheratical colzulationa? i X

~64-
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Q EDUCATIONAL POSSIBILITIES - Cont'd.

b, If math is required, what calculations are uged?

v/

-omewnat

<

Y
4

Jis;: Yeg

STUDENT INTEREST

be In use, do the parts function well?

1. 1Is the game aesthetically appealing? (colors, artwork, ctc,) X
2. Does it appear that students will remain actively involved and
motivated without prodding or encouragement by instructor? X
3. 'Is game constructed so competition does not interfere with
learning?
*4, Number of Players
a. Can the game be played by both individuals and teams?
h. Can all participate actively? X
c. Can it be played by only one? (solitafire version)
d. Can the game be played without teacher super::ision? X
5. Rules and Directions
. a, Are the rules and directions concise?
X
b, Are the rules and directions fully explanatory of the game?
c. Arc che rules and directions easily understood? X
d. Are suggestions made to the teacher for summarizing the
content lea-~ed in the game?
PHYSICAL CHARACTERISTICS
. 1. Is the game easy to store? (Is it sclf-contained? cCan it fit
into file cabinets, drawers, shelves, or other areas accessible
to the classroom teacher?) X
2, Use and Durabilitv
a, Will parts of the game last over a period of cime? (Are
game parts rmade of durable materials? Will the effect of
heat, cold, and humidity be negligible upon the marterials
and the usability of the game?) X
X




PINK PEBBLES 1s a game about how money began, TPlayers assume the role of a farmer in a
society without monny and must learn the art of trading in order to obtain items he needs

Scmewhat

o)
PHYSICAL CHARACTERISTICS - Cont'd. 2 >
3. Physically Handicapped (Blind, Spastic, Deaf, Paxaplegic)
a. Could a physically handicapped »erson play the game?
(I.a., taking into account that enother student could somp can
spin a spinner, throw and/or read dice, move tokens, etc.,
for the handicapped p.rson if necessary, would the game
then be playable to *the handicapped?) X
b. Could the game be modifiec for the physicallyrgéndiéapped?
(E.g., cards, paper money, etc., can easily be adapted
for blind students by using a stylus,) .
: X
¢, Could a physically handicapped person play the solitaire /' / //
version of the gcme, 1f «ny? (taking into account the //
modifications suggestad in 3.b.) //1/4/
4. Consumable Materials // /// ( //’ ;//
a. Are consumable materials inexpensively replaced? / // ///(;;
Approximate replacement cost of consQ;;ble materials ;/;/// E;;;Ej;/
b. Could a quick substitution be made for each part of the
game if the need would arise? Or can the game b: played
with missing parts? X
c. Are playing nieces unlikely to disappear?
, X
5. Extra Equipment
a. Is the same congtructed so as to eliminate the need for
, extra equipment such as overhead projectors, filmstrip .
machine, etc.? x
b. If equipment {is neééssary,<§hat kinds?

Wnnya

and warts, Tt provides a few oppovtunities for decision making,
be targeted to younger students or adults at an elementary level.

- 06 -

PINK PERBLES seems to
Although players may

learn something about hcw money began it probably would not be very useful in making
consumer decisions in today's roclety.




BEST COPY AVAILABLE POPULATION

Publisher__ Urban Syetems, Ipc, Suggested Number of Players 2-6
Publication pate 1970 *See Student Interest, question 4
. Cost $10.00 ' Reading Level required to read rules 10,2

Reading Level .equired to play game 11,2

ENDUCATIONAL POSSIBILITIES

1. 1Is the information accurate?

Yes

No
¥ Somewhat

2. Objectives

a. Are teaching objectives clear?

b, Are teaching objectives relevant to targeted student
group? Unsure of teaching objectives, 2

3. is game bnsed on recal-life pituations and deciciens?

4, Does winning require “nculedge rather than luck?

5. Does the growe fipreve ~ttitudes toward learning? <

6. Dces the gos> regidre high levels of cognitive behavior?

7. Time

. 8. Is the tire requi~ed to play the game reasonable
in terms of norral classroom periods (40 min.)? X

b. Can the gar~ be adapted to different time limits easily? X

€. Dees th2 amsunt of learning jus 'ify the time spent in X
preparxng s.udentn to play the game?

d. ' Does the anount of learning justify the time spent in
playing t(h~ jowe? X

8. Flexibility

a. Can th= pgame he adanted to appeal to different
age proupr and retain its edveational value? X

b. Can the game conten* be changed to meet the needs of
differcrt ability levels within age groups and retain
its educntionnl vriun?

9. Does the game te~ch or test, i.e., can the game be played
without Lecknoraind learning?

10. Mathematicol Calculation

a. 18 the game construc.ed sa 48 ro eliminate the need
. Lor wrthematical celeculaticns? x

-
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EDUCATIONAL POSSIBILLIINS - Cont'd.

b. If math leo rzquirad, what calculations are used?
Addition, subtrection

Somewhat

Yes

~oe B e e o]

STUDENT INTFREST

1. 18 the game sesthetico.ly appealing? (colors, artwork, etc,)

——

2. Does it arpanr that slulente will vemAa'n actively involved and
motivated witliout puv dding ¢~ encouvagement by instructor?

———ore

3. 18 game constructed ro comvetiticn does not interfere with
~learning?

*4, Number of Playere

a, Can th2 gnne bhe nleved by both individuals and teams?

b. Can all rorticipete nctively?

c. Can it be nlayac by »nly one? (solitaire version)

—— —

d. Can the goze he ricyed vithout teacher supervision?

- — . .

5. Rules aund Dicecticns

a, Are the ~ilen npd direcctions concize?

——— I - I 4y S

b. Ave the rilars ar? diractions ful)ly oxplanatory of the game?

c., Ar~2 the raler »pd dirrctions ~asily understood?

r—— o —-

d., Are cumggontione wde Lo the tecchar for summarizing the
coatent learpeqd in tho gron?

© aarany
ot 3o A PP s

PHYSICAT, CHARACTERISTICS

I8 the grie eray to 2.cwn?  (Ia it self-conteined? Can it fit
wnto file cabinte, d-awe~p, shelves, or other areas accessible
to the clarsroom tarch2r?)

Use and Durabiliity

a. Will pnrt.: ol th~h game lagt over a period of time? (Are
geme parte wee of Adurable materials? UW1ill the éffect of
heat, cold, end hemidity be nezligible upon the materials
and “h2 vsabilite of che pama?)

b. 1Ir upse, do the warts funstion well?

itatrenst LD A S A BT~ ™ s L & o ——




Somewhat

Yes

PHYSICAL CHARACTEZRISTICS - Cont'd.

No

3. Physically Handicapped (3lind, Spastic, Deaf, Paraplegic)

a. Could a physically handicapped person play the game?
(I.e., taking into account that another student could some can
spin a spinner, throw and/or read dice, move tokens, etc.,
for the handicapped person 1if necessary, would the game
then be playable tn the bandicapped?) X

b. Could the gare be modified for the physicallygﬁgadicapped?

(E.g., cards, paper money, etc., can easlly be adapted
for blind students by using a stylus.)

- - — ,x
.C+ Could & phyaically handicapped rerson play the solitaire / / &/ /’
version of the gare, if any? (taking into account the ///
modifications suggasted in 3.b.) / // /// ///1/5;
- 4 LAY,
4. Consumable Materials
a. Are consumable materials inexnensively replaced? ?
Approximate replacemenrt cost of consumable materials ;/7 /7 /;/'/, 4
No instructions given as to the replacement /
. ol consumable macerirls, / / /

b, Could a quick substitution be made for each part ~f the

game 1if the need would arise? Or can the game be played
with missing narts?

C. Are playing pileces unlikely to disappear?

5. Extra Equipment

8. Is the game censtructad so as to eliminate the need for
« extra equipment such as overhead projectors, filmstrip
machine, etc,? X

4 - P

b, If equipment is necessary, what kinds? //%(////////
— ' A/ ALY

POPULATION is a game in which players strive to solve a ¢risis of overpopulation in a
rapidly developing country, Although some decisions must be made by the players, the
gyame seems to be primarily for purposes of entertainment and/or consciousness raising.
Its relation to consumer education i3 merely that consumer decisions can 8ffect
population growth, POPULATION is a complex ga.e and the complexity led to confusion
and lack of ‘interest among the adults and high school students wha played in our situa-
tions, 1Its complexity reduced the enjoyment and the learniug.




PROPACANDA

PubliSher Wff|n Pr00f - — Suggegted Number of PlayerS*Z'-"
Publication Date n.d, *See Student Interest, question 4 ‘
Cost $6.00 ) Reading Level required to rcad rules_B8.6

Reading Level required to play game_6,0

&
«Q
5
EDUCATIONAL POSSINTLITING g ®
o 6 v
1. Is the inforwatin. rccuvate? = 2 >
— o X
2. Objectivecg
a. Are traching ebjectives cleaz? %
b. Are tcaching chjectives relevant to targeted student
group? ' X
3. 1s geme boa2c cn maal-lifn sitvaticas and decisions? %
4. Does winning renvive "ncwvledge rather than luck? X
5. Does rhe gare improve at:itud2s townrd learning? %
6. Does the gers wormulre Liigh levels of cognitive behavior? | x

7. Time .

a. I8 the time requir~d to plev the game reasonable
in trrms »7 teorwtt eleacroom prricds (40 wmin.)?

X
b. Can th2 go—e b adanted to dificvent time limits easily? x
c. Does the ~wornt ~7 Jooxaiag justify the time spent in
preparing sirdople U play the game? X
d. Doecs the ~r~cunt of leavning justify the ctime spent in
playing tha el X
8. Flexibility
a. Can thn eop2 be nfanred to appeal o different
ege groups ond retiin itz educational value? x
b. Can the gome eoalent he changnd to meet the needs of
differaat abilit» Jewcls -ithin age groups and retain
its eduzation2l +valuc? x
9. Does the gam2 rea:h or tast, L.e.,, can the ga..¢ be played
without bactarcun’ learnine? x
10. Mathematical Calzalations
a. In th: zam2 ccoastrvcted A as tHy eliminate the need
for mithemr~jeail catleulationn? X

PN WA Sl < o e v ——r s bowsn 0
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BEST COPY AVAILABLE

2
[}
£
3
EDUCATIONAL POSSIBILITIGWS =~ Cont'd. 0 & 4
e [73) o
b. If math is required, what calculations are used? ;;/ " rf 7"
- / j /
STUDENT INTEREST
1. 1Is the game acsthetically eppzaling? (cclors, artwork, etc,) X
2. Does it appear that studentc vill remain actively involved and
motivated without prodding or encouragement by instructor?
3. 1Is gam2 constructed so competition does not interfere with
learning?
*4, Number of DPlayers
' a, Can the game be played by both individuals and teams? X
b. Can all particirato actively? %
c. Can 1t be nlayed by cnly one? (solitaire version) -
d. Can the gnme b2 playved without tcacher supervision? %
5, Rules and Directions
a. Are the rules and directions cencise? x
b. Are tbe vules and directions f.l1lv explanatory of the game? x
c. Are the rules and cirzcticng casily understood? X
d. Are suggeetionc rnde to the tencher “or summarizing the
content learncd in the pane? X
PHYSICAL CHARACTERISTICS
1. 18 the game casy to ctere? (I3 it scli-contained? Can it fit
into file cabinets, drnwnre, chelves, or other areas accessible X
to the classrocm cecache:?)
2, Use and Durability
a. Wiil parts o7 the game lagi over a period of time? (Arve
game parts e of Adurable wmeterials? Will the effect of
heat, cold, cnd avHic lty be pegligible upon the materials
and the usabyility of the game?) 5
b, In usc, do the navts function well? <
E o - 4




Yes

Scmewhat

No

PHYSICAL CHARACTERISTICS - Jont'd,

3. Physically Handicapped (Blind, Spastic, Deaf, Paraplegic)

a, Could a physically handicapped person play the game?
(I.e., taking into .ccount that another student could

Bolne| can
spin a spinnar, ithrow and/or read dice, move tokens, etc.,
for the hendicepped pevson if nacessary, would the game
then bz nlovable to the handicapped?)
X

b. Could the rau2 be modified for the paysically handicapped?
(E.g., cards, paper money, 2tc., cer. easily be adapted
for blind students by vsing a stylus.)
: X
c. Could & physical’y handicapped person play the solitaire
' version of the nume, if any? (tuking into account the
modificatlons suggested in 3.b.)

4. Consumable Materials ' C;//
a, Are consumablc materiels ifnexpensively replaced? J{jj

— s —

] : ’ {
Approximate ~eplacement rost of consumable materials //

b. Could a2 qulck substitution be made for each part of the

game 1if thr 1red would arice? Or can the game be played
witih miss.ng narts?

NN

X
c. Are playing nirces valilelv tn disappear?
X
5. Extra ZIquipment
a. Is the gamz constructed so ra %e climinate the need for
extra equipment such as cverhead projectors, filmstrip
mazhine, ctc.? x
b, If equirment is necesaory, what %inds? p/ 2;;/;/[;§;/;§;/
~ /4 //é L//

PROPACANDA is an exev-ife in zlear thiakin< which requires the players to identify
techniques of prorarnnda from eravples 3ivan. Different methods of playing are
suggested and the sem2 is bnaic~lly guite ©lexible. Two sections of PROPAGANDA are

especially relevant tn corcumar educntion especielly if included in units in advertising,
salesmen's persunsion irchniques, o%r. Adult Resic Ecucation students could find this

game to be overwhelmins duz :o “he amount o. rerding irvolved, However, if given assistance
it would be chellenging onl nteresting “o them,

- 77
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BEST COPY AVAILABLE SHARE THE RISK

Publisher _ Changing Times Educatlon Service  Suggested Number of Players 8-%0

kSec Student Interest, question 4

Publication Date }9?2 7
‘ Cost $62,50 Reading Level required to read rules 8.9

Reading Level required to play game 5.2

EDUCATIORAL POSSIRILITIES

Somewhat

No
Yes

1. 18 the information accurate?

2. Objectives

a, Are tcaching objactives clear? X

b, Are teachiug objectives rclevant to targeted student
grocp? ' x

3. 1s game based on roal-life situations and decisious? X

4. Dces winning .oquire knowledge rather than luck?

5. Does the game improve attitudes toward learning?

6. Does the gore requirc hipgh levels of cognitive behavior?

. a. 1Is the time require’ to nlay the game reasonable
in terms of normil ~laasroom periods (40 min.)?

b. Can the game be adapted to different time limits easily?

c. Does the arount of lrarning justify the time spent in
preoaring studzants tn nluyy the game?

-

d. Does tt~ cmount cf learning justify the time spent in
playing the game?

8. Flexibility
a, Can the gem: be adanted to cppeal to different
a 5 ajn ifs catip: lue? x
- 1f teacher reggsggggpma.gdrgggf 3,‘13w§§€7556f38} g?d&ghts could play

b. Can the gare content be changed to meet the needs of
different ebilitv levels within age groups and retain
its educaticnal walun?

9. Does the game teinhy or tesi, i.0,, can the gane be played
without backgrnund lerrning:

10. Mathematical Calculaticns

a. T1s the game coastruc.ed ca a8 Lo eliminate the need
‘ tor mathernticel calcuiationn? X




Jmewhat

EDUCATIONAL POSSIBILITIES - Cont'd, o °
(interest rates, ote,) “ ~
b. If math is required, waat calculations are used?
all types or calculations
STUDENT INTFREST
1. 1Is the game aesthetica.ly appealing? (colors, artwork, etc,)
2. Does it appear that rtudents will remain actively involved and
motivated without prodding or encouragement by inscructor? X
3. 18 game constructed sn competition does not interfere with
learning?
*4, Number of Players
8. Can the gam~ be played by both individuals and teams?
b. Can nll participat~ actively?
!
c. Cen it be pleyed v only one? (solivaire version)
d. Can the geme be n'aved without Leacher supervision? X
5. Rules end Direction
a. Are the rules apd Jdirections concise?
he Are rthe ruler znd ‘lirectvions fully explanatory of the game?
¢. Arc the rvles and -irections easily understood? X
d. Arn2 zung2stioan wad~ Lo the teacher for summarizing the
content learned in the gewe? X
PPYSICAL CHARACTERTITTCS
1. 1Is the geme easy to ~tore? (Is it sclf-contained? Can it fit
into file cabinects, drawers, shelves, or other areas accessible
ro the classroon reachar?) X
2. Usc and Durability

a. Wily rart of th? szeme last over a period of time?  (Are
game pirte rade ol durable materials? Will rhe effect of
heat, ~2i1, znd hemtdite bo nepligible upon the materials
and the urability of the game?)

b. 7Tn usc, do the par.s function well?

00079




Soxewhat

Yes

. PHYSICAL CHARACTERISTICS - Cont'd,

No

3. Physically Handicapped 'Tlind, tpactlc, Leef, Paruplesic)

-

a. Could a physically handizapped pesson play the game? some | can
(I.e., taking Lnto .ccount that anocher student could
spin a splaner, throw cad/or rend dice, move tokens, etc,,
for the hendlceppd pevson 1f uecessary, would the game
then be nlayable to the handicerp=d?) X

b. Could the pame be rodifled for the nhysically handicapped?
(Evg.y cords, Daper ioney, cte,, can ncgily be adapted
for blind stud ats by using a stylus.)

c. Could a physically handicepped percou play the solitaire
version of the game, 1f any? (teking into account the
modifications sunmested ia 3.,b,)

4, Consumable Materials

&. Are consumable matarisls inevpeneively replaced?

X
Approximate replazement cost of ~onsumerble materials p7//ﬁ;//g;/r/f j/,
NN
@ P / /
b. Could a quick nubc:itvtion be made for each part of the

game if tae need vorle ariee? Orv cer the game be played
with missiae narts?

- — S sa—

c. Are ployir; pineee wnlikoly to disaporor?

5, Extra Equipment

a. Is the gam2 cons:nuzted 30 as ton eliminate the need for
. extra eguipment sieh re oveviead nrojesters, filmstrip
machine, etc.?

——ra———

" -

X
b. If nquipment is necnsegqry, whrt “irds?_Duplicating ;/r ;}/ ;// ;// 4
mdachine needed fo: consumable nateriais. //éjl/fj szAZ(/ //
SHARE THE RISK 1s a pame nweent to infroduce insurance and its basic concepts. Players
assume the duzl role of family head »nd merber of a share-the-~risk pool and their goals
are to improve the fowilv's cecurity and protect thelr family from the two perils, the
Grunch and the Yark. Those pecils includn damage to people's pruperty and threats to a
family's health and !i’e. Playevrs must decide how much money they should pool to protect
themselves from thesc perils. SHAK" THE RISK can teach a basic understanding of both the
congumer view of iInsiarance 1nd th2 view of the insuvance cordany. Some of the concepts it
can teach are the understand’ng of pretobility, vis™, insurance planning, loss experience,
cost of insurance, ood olhaws e to the ameunt of paper work and math calculations,
Adult Basic Nducatjor gtvcent. might [ind thls jome rather difficult and they could lose
!nterest.




SHARP SHOPPER

Publisher Gillum Book Ccmpany Suggested Number of Players 4
Publication Date had *See Student Interest, question 4 ‘
Cost $5.00 N Reading Level required to read rules_8.5

Reading Level required to play game 6.4

18]
L)
5
EDUCATIONAL POSSIBILITIES 2 ®
) ) )
1. Is the iuformiticn cccurate? < 2 >
X
2, Objectives
a, Are teaching ebjectives clear? x
b, Are teaching obiocctives relevant to targeted student
?
3T0UP° No targated group stated,
3. 18 geme bosed oa cenli-life uitwitiens and decis ons? x
4, Does winning riquire Yacalarize ratler then luck? x
5. Does :he zaue iwpreve at-itades toward leArning? X
6. Dceg the seoe require high levelr of cognitive behavior? %

a. I8 the t“ir2 ve-uirnd to plar the game reasonable
in terr: of normal classroom neriods (40 min.)? x

b. Can the ar=n be adepted to different time limits easily?

— —- oo

r. Does thz smourt of learning justify the time spent in
preparinn ~tudrnis %o olay the gam=?

X
d. Dces the omevnt of leavning jvctify the time spent in
playink the enm2? X
8. TFlexibility
a., Can the gam? bn adarted tc onpeal to different
ree grouns rnd et~ its edecational value? X
b. Can the g~me ronfent be changed to meet the needs of
differ~at nbility levels within age groups and retain
its edreati~nal walue? X
9. Does the g"m2 tooch or test, i.e., con the game be played
without “nc'imyvapr’ Yorralne! X
’
10. Mathematical Cnlculrtions
a. 78 the parn coactrucerd ra An o eliminate the need ‘
for mithaprtiical calculntieons? X

oo ———— e o o e me st
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@ roucaTIONAL POSSIRLLIVIES - Cont'd. o g @
< N al
b. Tf math is raquired, wvhat calculations are used? /C>/// // 'y
= = — y, / / ////
STUDENT TNTEREST |
1. 1s the game aesthatically appealing? (colors, artwork, etc.) X
2. Does it appcar that studente will remain actively involved and
motivated without prcddins ov encouvagement by instructor? X
3. 1s game construcred so competition does not interfere with
learning? X
. %4, Number of Players
a. Can the geme he played by hoth individuals and teams? X
b. <Can all participate actively?
X
c. Can it be played Ly only one? (~.olitaire version) %
d. Can tha geme be played witlout tcacher supervision? X
5. Rulesg and Diroctione
‘ a. Arc the rulee and directions concise? X
b. Are cthe rules and dirccticnsg full:y explanatory of the game? x
¢, Are the rules and directions easily understood? x
d. Ar2 cuggestions inadn o the tecacher [or summarizing the
content learnsd in th~ gome? x
PHYSTICAL CHAPRACTERISTIC®
. 1. 1s the game casy to store? (Is it self{-conrained? Can it fit
into file cabinets, drcwers, shelves, or other areas accessible
to the classroor teccher?) x
2. Use and Durability
a. Wil parts of the game lasc ovar a period of time? (Are )
game parts mrde of durable mwateriale? Will the effect of
heat, cold. and bhumidicy be negligible upon the materials
and the ugehilitr of the game?) X
b, 1n use, do the prorts furncilon well? %
——— 1
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Yes

Somewhat

No

PHYSICAL CHARACTERISTICS - Cont'd,

3. Physically Handicupped (Blind, Spastic, Deaf, Paraplegic)

a, Could a physically handicapped person play the game?
(I.e., taking into account that another student could sope c#n
spin a spinner, throv and/or read dice, move tokens, etc.,
for the handicapped persou if nccessery, would the game
then be playabla to the handicepped?)

X
b. Could the game be modified for the physically handicapped?

(E.g+y cards, peper money, etc., can easily be adapted

for bliad students by using a stylus,) %

¢, Could a physically hnndicapped person play the solitaire

version of the gume, if ony? (takin- ‘nto azcount the
modifications suggested in 3,b,)

4, Consumable Materials

a. Are consumable matesials inexpensively renlaced?

Approximate replacement cost of consumsble materials

NN
N

NN

N

NN

b, Could a quick substitutich be made for each part of the
game if the need wculd arise? Or ‘an the peme be played
with missing parts?

X
¢, Are playing picces unlikeiy to disappear? .
5. Extra Equipment
a. Is the game constructad g0 ag to nliminate the need for
. extra equipment such es overhaad projectors, filmstrip
machine, atn,?

|
~

b. If equipment is necessary, what kinds?

SHAR? SHOPPER emphasizes ccnsumer practices in the areas of food, clothing, shelter,

and finance. Situation cards in these four areas point out useful facts, tips, and pitfalls
of consumer pre- “ices which vould be of utmoe: importance to the adult student., Blank cards
are included in -he game so that additional situations may be added. Also, variations for
play ace suggested in th: rules. Situations rust be resd aloud in order to acquire the

knowledge but ir is possible to pley the game without reading aloud, thus greatly reducing

the possibility of eny learninp, A fow of the situatior: represen* judgments with which
we might not agree. .

“w 78 =
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BEST COPY AVAILADLL SMOG

Publisher Urban Bysteuws, Inc. Suggested Number of Players 234
Publication Date 1070 *See Student Interest, question 4
‘ Cost $11.00- | Reading Level required to read rules 7.9

Reading Level required to play game 9.9

&
‘9
3
EDUCATIONAL POSSIBILITIES ] -
O o] U
1. Is the inforrating accurate? = v >;
2, Objectives
a, Arc tecchiry objectives clear? %
b, Are teaching ohjiactives velevant to targeted student
greuyp? : %
3. Is game bosed on renl-life nitvations and decic onn? x
4., Does winning reculre l:nouledge rather than luck? X
5. Does thc game imnrove attitudes toward learning? %
6. Does the gny: remulre hipgh levels of cognitive behavior? X
7. Time
‘ a, 1Is thke time rajuirrd o play the game reasonsbhle
in terms of norrnl classyoom perinds (40 min,)? X
b. Can the garne b= rdapted to different time limits easily? "
c. Does the amrun~ nf learning ju_tify the time spent in
preparing ctudeants to pley the game? %
d. Deoes the amrunk o5 lerrning justisy; the time spent in
playin the gamnn? x
8. Flexibility
a. Can the game bzo adapted to appeal to dificrent
age greoups nrnd iotain its educationsl value? X
b. Can the game :zontent be changed to meet the needs of
different. ability i2vels within age groupe and retain )
its educaticanl value? ' X
9. Dces the gare tearch cv test, {.e,, can the game be played
without backorcurd l:iar-ine? X
19, Mathematical Cnleula4ions
a. Is the pame cenntrunted so 8a to aliminate the need
for mathomtica' celeculntions? x




EDUCATIONAL POSSIBILITIES - Cont'd.

b, I1f math is required, what calculations are used?
Addition, subtraction

Yes

No
Somewhat

STUDENT INTEREST
1. Is the game aesthetically appealing? (colors, artwork, etc.)

2, Does it appear that students will remain actively involved and
motivated without prodding or encouragement by instructor?

3., 1s game constructed so competition does not interfere with
learning?

%4, Number of Players
a. Can the game be played by both individuals and teams?

b. Cen all perticipate actively?

c. Can it be p}éyed by only one? (solitaire version)

d, Can the game be blayed without teacher supervision?

5. Rules and Dirc:ztiong

a, Are the rulep and directions concise?

b. Are the rules and di:.2ctions fully explanatory of 'the game?

"¢, Are the_ruleé and directione easily understood?

d. Are sugpestions wade to the teacher for summarizing the
content leerned in the game?

PHYSICAL CHARACTERISTICS

1. 1se the game ecnsy to store? (1s it self-contained? Can it fit
into file cabinetn, drawers, shelves, or other areas accessible
to the clazsroem teacher?)

2, Use and Durability

. a. Will parts of the game last over a period of time? (Are
game partn made of durable materials? Will the #ffect of
heat, cold, e-¢ humidity be negligible upon the materials
and the usability of the gawe?)

e

b, 1In use, do the parts function well?




Somewhat

No
Yes

PHYSICAL CHARACTERISTICS - Cont'd.

3, Physically Hendicrpped \8lind, Spastic, Deaf, Paraplegic)

4. Could a physically hundicapped person play the game?
(I.e., taking into nccount that another student could sopne c%n
spin a spinner, throv and/or read dice, move tokens, etc.,
for the hancdlcapped person 1if nccessary, would the game
then be pleyable tc the handicapped?)

X
b, Could the gaize be modified for the nhysically hﬁndicapped? 7
(E.g., cards, papcr money, etc., can caslly be adapted
for blind students by using a stylus,) X
. ¢+ Could a physically H;h&iécpped person play the sclitaire // /] '// // /
version of the game, i1f any? (taking into account the
modifications suggested in 3.b.) // // // // /
Vi
4. Consumable Materials
4. Are consumable materials inexpensively replaced? l ?
m— —s ————py— p o
Approximate replacement cost of consumable materials 77 /' /' /’
No instructiun giver as to replacement of consumable
—matecipls, / /
b, Could a quick subctiftution be made for each part of the
game if the need would arise? ANr can the game be played
with missing paris? _ x

Cs Are nlaying pincas unlikeiy to disappear? X

5. Extra Equipmen%

8. 1Is the geme constructed so as to eliminate the need for
+ extra equipment such es overhead projectors, filmstrip
machine, etc.? X

ey PO 4 Y " e

b. 1If equipment is necessary, what kinds? i 7414 ;;;[;/zh
; — 0

SMOG requires players to baceove o towm's Adr Quality Manager and thus players are faced
with decisions and complexities irvolved in controlling the quality of the air over this
town, SMOG enables playnrs tc understand diffewent sides of the pollution question and
ia regard to pulicy decision miking. It is probably too difficult for most Adult

Basic Education students or lower ability high school students. However, it could be
educational value to nmore able grouns and might be used in Sclence, Social Studies, or
Consumer Education classes, Tt is aucessary tn play several times in order to get full
benefits.




SOUP's ON!

minimum probably 2

Publication Date 1570 *Sce Student Interest, question 4
Cost 2 teading Level required to read rules 8.7 ‘

Reading Level required to play game 4,1

&
]
3
EDUCATIONAL FOSSIBILITIES 3 "
. o o o
1. 1Is the information Accurate? = n >
X
2. Objectives
a. Are trachisg enji2ctives clear? x
b. Are tecachiog cbjectives relevant fo targeted student
group? x
3. 1s gawe based con real-lifc nituaticns and decisiems? %
4. Does winning require knowledpe rather than luck? x
5. Does the gare imorovc attitudee toward learning? x
6. Doea the garo reguive "igh ievals of cegnitive behavior? x
7. Time ‘
a. 1Is the timz veguirnd fo play the peme reasonable _
in terrms of norm2l ~lassroom periods (40 min.)? "
b. Can the game h~ ndant~d to differcen” time limits easily?
c. ~Does the amcrunt rf learning justify the time spent in
proparing studentz to alay tho game? x
d. Does the ameuat ¢’ learniag justify the time spent in
playing the pame? .
8. Flexibility
a, Can the gare be adapted to appeal to different
age groups and cotain i%s educntional value? X .
k. Can the game content be changed to meet the needs of
different abilit: levels within age groupe and retein
its educativnal value? p
9. Does the game te-ch or test, 1.e., can the geme be played
without beckground losarning? x
10. Mathematical Calculations
a. 1s the game ceastrested sa ea to aliminate the reed . ‘
for mrtheratical ~alculations? : X

- 82 =
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EDUCATIONAL POSSIBLLIVIKS - Cont'd,

b.

1f math 13 required, what calculations are used?

No

Somewhat

N

STUDENT INTEREST

1. Is the game acsthetically appesling? (colors, artwork, etc.)
2, Does it appear that students will remain actively involved and
motlvated without proddiug or encouragement by instructor?
3. 1s game construccec so competition does not interfere with
learning? x
*4, Number of Players
a, Can the game be played by both individuals and teams?
b. Can all participate actively? %
c. Can it be played by onlv one? (solitaire version)
'd. Can the gare be played without teacher supervision? %
5., Rules and Directicas
a. Are the rules aard directions concise? X
b. Are the rules and dir=ctions fully cxplanatory of the game? X
c. Are the rules and directicns easily understood? %
d. Are suzgestions made to the teacher for summarizing the
content learned in tho gama? p 4
PHYSICAL CHARACTERISTICS
1. Is the game easy “o store? (Is i“ self-contained? Can it fit
into file cahinets, drawers, shelves, or other areas accessible
to the classroom teacher?) x
2, Use and Durability
a, Wiil parts of the pame last over a period of time? (Are
game prrts mede of durable materials? Wili the effect of
heat cold. ¢#nd humidicy be negligible upon the materials
and the usability of the game?) x
b. 1In use, do the parts function well? x




BEST LRt AVAILABLE

Scmewhat
Yes

Mo

PHYSICAL CHARACTERISTICS - Cent'd.

3. Physically Fendicopped (Blind, Spactic, Deaf, Paraplegic)

a, Could & phyelecall: h12andlcapred norsen play the game?
(L.e,, teking fneo accovat thet ouather student could
epin 2 epineer, thuor cad/or r-oad dlce, rove tekens, etc.,
for the handicapped ercer L necessary, Juld the game
then be pinyable to zhc taudlea-ed?)

(=4

somp ca{

X
b. Could the yc.» be noddifled tor tle phvsicelly handicapped?

(E.5., cavds, paper rone s, ctc., cau essily be ndapted

for blind stulanta bv venpg a grylex.) x

c. Could a physicelly hondiznppnd .2raca pleoy 2 solitaire
vercinon of tha zowe, *{ any? {tcking into account the
modilicaticns cugyoscud in 3.b,)

— e -

4. Consurablc aterialc ;;/ ;//

a. Are cnnsurabla naterials fucrpeusively replaced?

N
NNE

— R

Approrinmate wcolaccrwirt cost of consumeble meterials // Vr

~———- ha —ne w——
_ '/
LT

b. Could a quizl ~mbatitution ba mrde for each part of the
game 1f tho r2ed voald ardoe? L0 ecwn che game be played
mith aicoing narta?

—om— R LTS TR A6} MDY i MO UG, S

¢.  Ara playirg pl~ces vulikaly oo dicaspone?

PR . O S e Y Gt A | B TV e, ——— —  ®

S+ Extra Equipmocn’

a. Is thz piarn eomarnvated oe v to rlirinate the need for
exire candlnient cveh oo overhead projnators, filmstrip
maching, rte.?

——— - v 1 . — y SN

x .
b. If equiprani le noescoary, waat kinda? 7 / 7 7
- g

SOUPS ON s mernt to .c-d co cn Und-rstenalng 6L 4 balanced diet, However, the game 1s
played like bingn, thare nre ro dralsion to be made and only luck is involved in the
winning of th~ gam». Ctudantc ey ebtain seme misinformation because all foods are prouped

i, the following ai:: catapordes: mostly protnin, vagetable, mostly fat, fruit, milk, and
sterch, This =ould nen usn woat sludente aince the categories dn not adhere to any specific
pattern such os nut=zitimmal gronps oy Zood arnups. Alsn, the "mostly starch" group includes
such things as ernom, izza, ~nd chili, There fond. arc generally thought of as in

the milk end me grruna, racpectivaly, DMlayerr sre sttracted to the game at fiist but soon
becoma boted. : ‘

- 84 =
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Publisher Chan;ing Timas Pducation Service Suggested Number of Players probably is 7-11
publication Date 1971 *See Student Interest, question 4

’ Cost 542,30 (entire rescurcc unit) Reading Level required to read rules4.8

EDUCATIONAL POSSIBIVITIES

1.

BEST COPY AVAILABLL SWINDLE I

minimum

Reading Level required to play game 4.8

Somewhat

No
Yes

Is the informrtion accurate?

2.

Objectives

a. Are teaching objectives clear?

b, Are teaching objectives relevant to targeted student
group? ﬁgngaéggﬁgg group stated but suitable for

18 gaw: baned on real-life situations snd decisiens? X

Does winning require inovledge rather than luck?

Does the game iunrove atcitudes toward learaing? X

Does the geme —~couire high levels of cognitive behavior? x

Time

a. Is the time required to nlay the came reasonable
in terms of normc) classroom periodc (40 mia.)?

h. Can the game be adapted to different time limits easily? X

c. Does the ammrrt o leoarning justify the time spent in
preparirs studentn to alay the game? x

d. Does the amount of loarning justify the time spent in
playing the pewra?

Flexibility

a, Can the gerwe be 2adapted to appeal to different X
age groups and rccein its educational value?

b. Can the game cuntent bz changed to meet the needs of
different ability levels within age groups and retain
its educational value? X

Doeg the game teac'i or test, 1.e,, can the gare be played
without background lcarning? : X

« Mathematicnl Culoulrntions

a. 1Is the gema constructerd roas to eiiminate the need
for matheratical cu'onlations? x




Somewvhat

EDUCATIONAL POSSIBTLITIES ~ Ceoat'd. o bt
Z >
b, Tf math i3 required, what calculations are used?
addition, ruvtraction
STUDENT INTL:EST
1. Is the gam> cestheticaliy anpealin3? (colors, artwork, etc.)
2, Does it appeav that tudente wl!'l rerain actively involved and
motivated vitiiout zreddiug cr encounagenent by instructor?
3. 1s game conatructed so competition do2s not ‘nterfere with
learning? X
*4, Number of Playevs
a, Caun the sam~ be nlayzd ky both individuals and teams? X
b. Can all ravticipatc ncktively? %
c. Cnan it te played by unly one” (solitaire version) X
d. Can the gom? be nlaved without teacher super-rision? X
5. Rules and Directicn-
a. Are che rules 2rd directions concise’
b. Arec the rules 2ad dirzsctlons full: explana-ory of the game? %
c. Ar? the vrles enoe direccione 2asily underatood? %
d. Are suzgentionn made tc che teacher for summarizing the
content lo~rned ir the gawe? X
PHYSICAY, THARACTERTSTICS
1. 1s the game enev “o atorc? (I8 it seli-contained? Can it fit
into file cabin~ta, urnuers, snelves, cr other ereas accessible
to the clacsrcen tra .oyt ‘ X
L]
2, Use and Durrbility

a. Will martc of the gama last over a period of time? (Are
pame parts mor  of durable miterials? W1ill the effect of
hest, cold, and huaidit: be neglizible upon the materials
and thn urahility of the 1eme?)

b. 1n use, do ihe navts fanction el l?

- 86 -
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Somewhat

machine needed for coples of scme forms,

"
PHYSICAL CHARACTERISTICS - Cunt'd, 2 >
3. Physically Handicapped (31ind, Spestic, Deaf, Paraplegic)
a. Could a physically handicappad terson play the game?
J.e., teking intn nccourt thet cnother student could
spin a gpliaer, throv ond/or racl dice, move tckens, etc., %Ome
for the handicappad parsen L7 nac-scary, would the game
then be pleyable ~o th2 handicapped?) X
b, Could the gone bo modified for cha physically handicapped? |°
(E.g., cards, papeu roney, etc., can easily be adapted
for blind students by using a stylus.) x
¢. Could a physically hendicapped person play the solitaire /' / ’ /]' //
version of the game, 1f any? (taking into account the
modifications sugpestad in 3.b.) —// _Z/ // /4;
. LY
4, Consumable Mater:alu
8. Are consumzble materials ipexvmensively replaced?
*Qr—g > N
Approximate raplacement coct of consumable materials //k /’ ;5;;23;};/’
, = - - L/ /A
b. Could a quick substitution b2 made for each part of the ;
game if the peed would arise? Or can the game be played ]
with migsing nargs? x
C. Are playing nilecern vnlikpiy tr dirappear? x
5. Extra Cquipmort
a. Is the game construciad so na to oliminate the need for
. extra equipment such as overhead projectors, filmstrip
machine, etc,? X
b. If equipmenﬁﬁis necncanry, what kinds? Duplicating

/)

/.

/

Z&ZQ/

decide upon their purchases.
in areas which are vary .eleve

SWINDLE is included in ThE'M;;ietplace, a resource Lit for teaching c
and cannot be purchased separatolv.

- §7 =
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onsumer education
Players of SWINDLE try to make wise choices and

to avold gyps ind frauds. Dlavers lecarn <o evaluate and investigate choices before they
“tudents recelve valvable experiences in decision making .
nt .o the Adult Basic Rduecation Student.
what fun to play but 1% can bo vleyed onlv one or two +imes because students will be
able to memorize the ru.ulie of purcaases and thus play without learning.

SWINDLE 1is some-

can




WHERLS

o ot e — ramons

Publisher Paul S. Amidon & Associntecs, Inc. Suggasted Numb:r of Players 14
Publiceticn Date " *See Student Jnterest, question 4 ‘
Cost $40,00 o Reading level roquired to read rules 8.8

g e S« Vot 5 G- W carnt s Sy

Reading Level required to play game 12.6

EDUCATIONATL. POSSTBLLITIES

No
Somewhat

Yes

T8 th? infurzatien accurate?

Cbjcctives

a. Are teaching chicetives clear?

-

Not stated,

b. Arz t2ncuin objectives relevant to tar eted sch?n%
- S. sophrmore to scnlors are in ereste uying
T

-2

18 gane baced op reci-iile »nitua:icns and decisions? x

Does winning rcgnize kncwledge rather than luck? x

Does the geme !morove atticudes teward learning?

———

=

Doeg :he geve raguire high levels of cognitive behavior? X

- e s -

Time .

a. I3 the tiw2 vequired te play tha ceme reasoneble
in te.m~ ol norinl clar~room rerieds (40 min,)?

b. £an tane goae o2 "d"~tﬂd to different tire Jimits easily? X

- > am—

c. Moea the am~int of larrv=ing justify the time spent in
preparics atpdents to olny the geme? X

d. Dees tac ar~uzt of learning justify the time spent in
playing the poaey

e . .pe R x

Flexibilitw
a. Coan the per2 he adapted to apoecl o different

ege groups nnc¢ retalu ‘ta aducmtional value? X .
b. Can thc game content be changed to weet the needs of

diffeveni ~bility levelr within nge groups and retain

its edusntionnl valun? X
Does the grame cach or tert, i,e,, can t'ie game be played
witheut backpgreund learniap? X
Mathematiccl Celuulations
€. Is the pame -onntiructel) ra ng to 2liminate the need Q

for matheraticel ¢ leovlationsg? b

- 88~ i




I
qEST LR AVLIBLE .
2
>
EDUCATTIONAL POSSIBILIT o - Coni'd, o) 8 o
z v -
b. If math is required, what calculations are used?
Addition, subtraction, rultiplication,
STUDENT INTEREST
l. 1Is the game aesthetically appealing? (colcrs, artwork, etc.) X
2, Does it appear that students vill remain actively involved and
motivated without prodding or 2ncouragement by instructor?
3. 1Is game constructed so compatition does not interfere with
learning? X
*4, Number of Players
a. Can the game be nlayed by both individuals and teams? X
b. Can all participate rctively? x
c. Can it be played bv inlv one? (solitaire version) x
d., Can the game be played without teacher supervision?
5. Rules and Directions
a. Are the rules and dir2:<tions concise? J
b. Are the rules and directions fully explanatory of the game? b
c., Are the rules and diroctions easily understood? x
d. Are suggestions made tc the teacher for summarizing the
content learned in the gam2?
PHYSTICAL CHARACTERISTTCS
1, 1Is the game easy to store? (Is it self-contained? Can it fit
into file cabinets, dvawers, sbelves, o: other areas accessible
to the clagsroom teachers?) x
2, Use and NDurability
a, Will parts of the gan< lasgrt nver a rericd of time? (Are
game parts mace of durable materia’s? Will the effect of
heat, cold, aud humidity be negligible upon the materials
and the usability of *the game?) X
b, 1In use, do thc parte function well? X i

- 89 =




PHYSICAL CHARACIERISTICS - Cont'd,

3. Physically Handicappad (Blind, Spastlc, Deaf, Paraplegic)

a,

Could a pbyai~nlly handicapped person play the game?
(I.e., toking irto acceuvat that another student could
spin & epinne:, throv and/o: vead diece, nove +okens, etc.,
for the handicapped person LZ necessary, would the game
ther be playeble to che handtcapped?)

Somewhat

No

Yes

som

X
b. Could the game he wodified for the phyelcally handicapped?

(E.3., cards, papcr money, ctc., can easily be adapted

for blind ctudents by nzing - citylus.) X
c. Could a physically hendizepped person play the solitaire -+

version of the gama; 1f any? (taking into account the
modifications suggested in 3.,b,)

4, Coneumable Materilels

a. Are consuvamsble matericls inexpensively replaced? ?
Approximate repl-cemone cost of consumable materials /7> /’ / /7 /
No insturctionu: given as to purchese or duplication // //
of consumsble materialc, / / / // /
———e y * . /
b. Could & quick zubstitn.ion be mede for each part of the
game 1r tho need wouls arise? 9= can the game be played
with micelre pects? X
c. Are playing piccrs ullikely to disanpear? x
5. Extra Equiprent
a. Is the gam: econatructed 3¢ ag to ellminate the nced for
extra 2quipment cuch a5 overiiead projectors, filmstrip
machine, etc,? x
b, Ii equipmant is nec.ssarr, vhat kinds?

Wi

WHEELS 1s a simulation in which players nssume different roles and undertake the decisions
and financial corts of owning ard operating an automobila.

The simulation takes a very

realistic approach to “the prohlem of autonobile puichase and operation and includes such
facters as insurance, unexpcc:ied haopeninags, repaive, gas mileage, etc. Teachers or
must read the .ntrocuction and peges on ln.urance and credit which could be

students

boring to students.

The nublisher ~laims that the Iinformation is based on actual records

(1.e., repair records in the simulatiorn arc “rom real v2palr records of the cars repre-

The simulation yprovidas tiha cpportuai=y for each player to win if reasonable

decisions are mad: and if ¢heir luck 13 grod. WHEILS involves a considerable amount of

reading ¢nd worl with chorte vhice may be bavond th- ahility of Adult Basic Education
Lf the r~ading lavel wevwe lower, 1t would aid studerts with 1imited reading

The simulatior ias much educitional notential but was not as much fun for our
students as many other ea.lucational games.

sented).

students.
abllity.
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Women's T.ib

Publisher Urban Systems, Inc, _ Suggested Number of Players_ 4-7
Publication Late 1670 *See Student Inverest, question 4
. Cost $8.50 ' Reading Level required to read rulesl0.7

Reading Level required to play game 9,8

[
[\)]
3
EDUCATIONAL POSSIBILITIES ] "
o o @
1. Is the information accurate? = 2 a
x
2, Objectives
a, Are teaching cobjectives clear? X
b. Are teaching objectives relevant to targeted student
group? X
3. 1Is game bas:d on real-l .e situations and decisiouns? "
4. Does winning require knowledze rather than luck? X
5. Does the pgamc improve actitudes teowar. fearning? x
6. Does the gnme vequire high levels of cegnitive behavior? %
‘ 7. Time
a. TIs the time required to play the game reasonable
in terms cof normal clessroom periods (40 min.)? ”
b. Can the gere te adapted te different time limits easily? %
¢, Does the amouut of learning justify the time spent in
preparing students to play the game? %
d. Does the amrunt of learniug justifv the time spent in
playing the game? X
) 8. Flexibility
a. Can the gnme be dapted to appeal to different
. age groups nd retain its educational value? X
b. Can the game cortent be changed to meet the needs of
different ability levels within age groups and retain
its educational value? X
9. Does the game t2orh or  8t, i.e,, car the peme be played
without background learning? P4
10, Mathemstical Calculations
. &. 1¢ the 2°m~ constructed sq as to #liminate the need
for mathematical calculations? X




ZDUCATIONAL POSSIBILITIES - Cont'd.

b, If wath is required, what cai:ulations are used?
Addition, subtraction

Somewhat

Yes

» —

STUDENT INTEKEST

1.

Is the game zesthetically appealing? (colors, artwork, etc.)

Does it sprear that students will remdin actively involved and
motivated without prodding or encouragement by instructor?

Is zame constructed so competition does not interfare with
learning?

Number of Players

a, Can the game b2 nlayad by both individuals and teams?

b. Can all participate actively?

¢, Can it bz played. by only ore? (solitaire vers.on)

d. Can the geme be »layed without teacher supervision?

5.

Rules and Directicns

a, Arc the rulrs and direciions cercise?

- ——ve

b. Are the rules and direcvions fully explauatory of the game?

c, Arc the rules end dircctions easily understood?

¢, Are sueqcstions nade to the teacher for summarizing the
content learned in chie go..?

" - —

PHYSTICAL CHARACTZRISLICE

1.

e re e AABe v vt . mepae cmmann

Ig the game ungsy to store? (Is it self-ccntained? Can it fit
into file cabinets, drawars, chelves, or other areas accessible
to the classroc.a teacrex?)

Us2 and Durability

a, WLiL rart. of the same last over a period of time? (Are
game parts made of durable mntarials? Wii’ the effect of
heat, cold, and humidity be negligitle upon the materials
and the vasability of the game?)

b, In use, dn the parts function well?

-

00097
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PUYSICAL CHARACTERISTICS - Cont'd. 2 ) >
3. Physically Handicapped (Blind, Spastic, Deaf, Paraplegic)
a. Could a physically hrndicapped person play the game?
" (I.e., taking into cccount thet another student could gomp can
epin a spirnar, throw and/or read dice, move tokens, etc,,
for the handicapped person if necessary, would the game
then be playable o the handicapped?) X
bs Could ihe game be modified for the physically handicappad?
(E.g., cerds, pape- woney, etc., can easily be adapted
for blind students by using a stylus,) ' X
c. Could a physicilly handicapped person play the solitaire '/;/ /////7 /Z,I/r
' version of the pame, if any? (tuking into account the // / //C//
modifications sugrasted in 3.b.) // //// J///// ;
/ / A1 /1.1
4. Consumable Matsariale Jr
a. Are corsumable materlals inexpensively replaced!? ?
Approximate replacement cos: of consumaeble materials //' V’ )/:7
No _instructions given as to .eplacement of concumable Y/ /]
materials. B f 2 :/
b, Could a quick cubstitntior ba maje for each part of the
game 1f the need would arise? Or can the game be played
with missine parts? , X
c. Are playing pleces vnlikely to disappear?
X
5. Extra Equipment
a, Is the pave constrvcted 50 as to rliminate the need for
extra equipment such as overhead projectors, filmstrip
machine, etc.? X
be If equipmen: is necossary, what kinds? /

WA

WOMEN'S LIB igs 2 game in which the players roleplay a character (each with a specific set
of goals) and hia/har attitudes tova.d the Women's Liberation Movement,

ten major issues are diccucsec, debated, ~nd voted upon,
for each character c¢n cv~ry “ssue.)
ropyarding the status or '"nlace" of women,

During the game,

(Background material is provided
Players may gain insight into the various viewpoints
The pame is related to consumer education in

that the status of wonen in the “enily and in the soclety affects consumer behavior,




YUMMY RUMiY

Publisher American Echool Food Service Suggested Number of Players_  2-4
~nn Association ¥See Student Interest, tion 4
Puklication Nate__ 1270 (g or more must use s 'ddoks of"cards) ‘
Cost__ 51,00 . ~Reading level required to read rulcs Q,g
Reading Level reguived to piay game 2- _
A
-]
-
3
EDUCATIONAL POSSIBILITIES & w
: 0 o v
1. 1Is the information accurate? “ 2 >
s
2. Objectives .
a. Are teaching ebjectives clea. None stated.
b. Are teaching objectives relevant to tarieted student '
group? No targeted group stated. ‘
3. 18 game based on real-life siruatioms and decis?iwas? %
4. Does winalng require knowledge rather than luck? %
5. Does the game improve attitudes toward learning? x
6. Does the game rcquire high levels of coganitive behavior? X

7. Time ‘

4. Is the time requirad to play the gam: reasonab e
in terms o7 normal classroom periods (40 min.)?

x
b. Can the game be adaptad to different time limits easily? x
c. Does the amount of learning justify the time spent in
preparlng astidents to play the game? x
d. Does the smaunt of leavning justify the time spent in
playing the grme? ¥
8. TFlexibility .
a. Can the game be Aadapted to appeal to different
age groups and retein its educational valuz? %
b. Can the game content be changed to meet the needs of
different ability levels within age groups and reta.n
its educational value? x
9. Does the game teach ur test, 4.c.,, can the game be played
without backgreuns lenrning? "
10. Mathematicsl Calculations
2. 1s the game constructed sa 8n to eliminate the need

for mathematical calculations? | x

8




BEST Cui'f AVAILAGLL

’ EDUCATIONATL PCSSIBILITIES - Cont'd.

b, If math is required, what calculations are used?

N

\\ﬁk.
N

omewhat

-
S

Yes

/

STUDENT INTEREST

1.

Is +  game acsthetically aprealing? (colors, artwork, etc.) X
2., Do. it appear that students will remain actively involved and
motivated without prodding ~r eacouragement bv instructor? X
. . - asmend
3. 18 game constructed so comperition does not interfere with
learning? g
*4, Number of Players
a, Can the game be played by both individuals aud teams?’ %
b, Can all purticipate ac:lvely? %
C. an, it 7 litaire 37
90815 b geﬁ 14 ogg&hggf (solitaire version) One %
d. Can th2 geme be played without teacner supervision?
X.
5. Rules and Dircctiors
a, Are the rules and directions concise? x
‘bs Are the rules and directions fully explanatory of the game? x
c. Are the rvles and directions easily understood? x
d. Are suggestions made ro the teacher for gummarizing the
content Yearned in the game? X
PHYSICATL CHARACTERISTICS
1, 1Is the game easy to store? (I8 it self-contained? fCan it fit
into file cabinets, dravers, shelves, or other arzas accessible x
to the classroom fteacher?)
2, Use and Durability
a, Will parts of the game last over a period of time? (Are
game parts ma. ¢ ol durable materials? Will the effect of
heat, cold, and humidity be negligible upon the materials
aud the ngebility of the game?) %
b, 1n use, do the partg function well? x




Somewhat

Yes

PHYSICAL CHARACTERISTICS ~ Cont'd,

Ne

3, Physically Handicapped (Blind, Spastic, Deaf, taraplegic)

a. Could a physically handicapped person play the game?
(I.e., taking into account that another student could somp cafh
spin & spinnor, throw and/ov vead dire, move tokens, etc.,
for the handicapped person if necessary, wculd tte game ‘
then be playable to the hundicapped?) X

b. Could the game be modified fox the physically handicapped?

(E.g., cards, paper money, et:., can easily be adaj.ed
for blind students by using a stvlus,)

version of the game, 1if anv? (taking into acconunt the
.modifications suggested in 3.b.)

4, Consumable Materials // '// /C;/C// N
* a. Are consu.able materials inexpensively replaced? AJ/ ///;//////4’
A/ AL

Approximete replacement cost of consumahle materials /, / ¢>/>
No materinls are consumable. / / a

b. Could a quick gubstitutior be made for each part of the
game i€ the need would arise? Or cen the game be played
w!th misecing parts?

¢. Are playing pileces unlikeiy to dieappear?

— X
5. Fxtra Equipment |

X
¢. Could a physically landicanped person play the solitaire -}
|

i

a. Is the geme constructed so as to eliminate the need for
extra equipment such as overhaad projactors, filmstrip

machine, etc.? ¥ ’

T_ . P 4 oo

h, If equipment 1s necessary, what kinds? /// 4;// :j;/
— i - _ ///////

YUMMY RUMMY is a card geme in which players try to assemble a complet~ meal of a main dish,
fruit and/or vegetable, bread, and milk. Due to the fact that the game can be played by
attantion to colors without regard to foods, learning may be minimal. Since the game is
cxtremely simple and winning 15 almost entirely luck, the game can soon become boring to
both youth and adulce, O .xsimplification of point values and unusual classifications of
some foods may lead tn plavers acquiring misinformation. For example, peanut butter and
cottage cheese are included witi such [oods as iclly in the "other foods" group rather
than a part of the Basic four., Cheese is not included in the =milk group and equivalent ’

poiats are given for a hot dog ané for two eggs with a stack ol pancakes. Amounts of
fouds are not indicated and picturss may be misleading in regard to amounts,
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